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One war. Infinite battles. 


Engage in a mind-bending battle that will fill the skies with 
carnage and leave the ground strewn with destruction. 
And with a total of 32 players armed to the teeth and on the 
hunt, you'll find death waiting for you everywhere you turn. 


SIXAXIS 
WIRELESS 
CONTROLLER 


Motion-sensor input 
translates directly to the flaps 
and rudders of your Warhawk; 
enabling insane maneuver- 
ability and unrivaled control. 


PLAYSTATION 
NETWORK 


Enlist in the global network 
of gamers waging a never- 
ending war-supporting vast 
communities, competitive 
clans and in-depth rankings. 
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SW The GamePro Fortune Teller 


Mega-hits and mega-busts are destined to meet their fates this holiday 


season. Hey, it’s in the cards! So says Polygonus, the GamePro Fortune Teller, 
who sees all, knows all, and tells all about the hot games you're looking 
forward to playing. 


4 // Oct 2007 // GAMEPRO.cOoM 








UM ddédddddddddddddiiéa” 





Wanted: 
Grand Theft Auto IV 


The game that gamers love to love and everybody 
else loves to hate lets loose in 2008. And just 
how will GTAIV corrupt our pure-hearted souls 
this time? Take a stroll with Niko Belletin and Mr. 
Marbles down the means streets of Liberty City 
to find out. 


GamerHelp: 
Mario Strikers Charged and 
Resident Evil 4 Wii Edition 


We go Wii crazy with two of the systems top 
games. Discover the eight best cheats for Mario 
Strikers Charged, and how to slay the final four 
bosses in Resident Evil 4 Wii Edition! 


Cover Illustration 
by Udon Entertainment 
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(CT e-lalem Malciaw-\eive) 
Does Not Pass Go 


It’s official: Grand Theft Auto IV has been 
confined to solitary until 2008. And while 
gamers everywhere mourn, the rest of the 
world lets loose a collective sigh of relief... 
for now. 

Will there ever be a more hated—or 
more loved—game series than Grand 
Theft Auto? Hardcore gamers of all ages 
can’t wait to roam the mean streets of Lib- 
erty City with newly-arrived GTA IV anti- 
hero, Niko Belletin. Even when you weed 
out Teen- and E-rated wishful thinkers, you 
can bet the bank that this M-rated game 
will score big—whenever it arrives. 

a The bane of politicians and parents 
oony: everywhere, GTAIV’s pending release 
of Viale | avaie) igic cele) into the general population has already 
ets prompted New York city councilmen, the 
chief of police, and Mayor Michael Bloom- 














Scott Hawkins, executive producer, Vicious Sid goes head-to-head with 


explains why the old TimeShift got a Sony Computer Entertainment's Jack Bera Unica: disdain’at th bl 

time out, and how the new TimeShift Tretton for a heart-to-heart about the ans Sain ‘a a es ne oe nce 
will change the first-person shooter PSP, the PS3, backward compatibility, MS Dele ony noes OLap ea koMebod 
genre foraver ‘andimnare liticos and pundits everywhere who were 


eagerly sharpening their skewers must 
sheath them until next season. 

Sure, GTAIV’s an easy target for dog- 
matic moral righteousness, and it’s be- 
come readily digestible as a fallback 
excuse for criminal behavior and general 
jackassedness; but the fact is: it wouldn't 
be a blip on the cultural radar screen if the 
series wasn’t any good. 

But Grand Theft Auto’s loss will be 
our gain. Hype and the gnashing of teeth 
aside, even when you remove the king- 
sized boulder that is GTAIV; this holiday 
season is building up an avalanche of 
great games. 

2007's finale looks like a game geek’s 
bonanza with excellently-crafted and 
imaginative fare on the way for all sys- 
tems. Halo 3, Call of Duty 4, Killzone 2, 
Super Mario Galaxy, Rock Band, Mass Ef- 
fect—the list goes on and spreads across 
every genre and ESRB ratings category. 

To help you more clearly see the future 
of the some of the most highly anticipated 


All-Pro Football 2K8 (Xbox 360) 
BioShock (Xbox 360, PC). 
Blue Dragon (Xbox 360)... 
Boogie (Wii) 


Assassin's Creed (PS3, Xbox 360) 
Call of Duty 4 (PS3, Xbox 360, PC)... 
God of War: Chains of Olympus (PSP; 
Gods and Heroes: Rome Rising (PC). 
Halo Wars (Xbox 360) Drawn To Life (DS). 
Killzone 2 (PS93)... ea Eternal Sonata (Xbox 360). 
The Legend of Zelda: Phantom Hourglass (DS)..46 Heavenly Sword (PS3) 
Mass Effect (Xbox 360) Madden NFL 08 (Xbox 360)............. 
NBA ‘08 (PS3) .......++ Medal of Honor: Airborne (Xbox 360) 
Resident Evil 5 (PS3, Xbox 360) Tiger Woods PGA Tour 08 (PS3, Xbox 360). 
Super Mario Galaxy (Wii). Warhawk (PS93).......... 
Wii Fit (Wii) Worms: Open Warfare 2 (DS) 























games of the year, this issue GamePro 
calls upon the mystic art of (something 
like) Tarot by summoning the legendary 
fortune teller, Polygonus, for only he truly 
sees and knows all...we think. 
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Surprisingly, Killzone 2 looks almost as good as the controversial ("a= 
target render from E? 2005. But how does it play? a 


“KILLZONE 2 ps3 


Wii wii “THE SIMPSONS Ps3, 


“RAYMAN RAVING RABBIDS 2 wii, Ds SWWE 


SMACKDOWN VS. Raw 2008 


PS3, 
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OPENING SHOTS 
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TO: RISE OF A NINJA Xsox 360 


Set in what looks to be the Brazilian slums of Rio de Janeiro, 
RES keeps the intense over-the-shoulder action of RE4 
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“RESIDENT EVIL 5 Ps3, Xsox 360 


“INFAMOUS Ps3 “HAZE ps3 
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Saving the world at $11 an hour. 
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Play Halo much? Jokes aside, Uncharted is looking sharp as 
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“UNCHARTED: DRAKE'S FORTUNE P33 


ALIBUR IV ps3, xsox 360 
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“M RATCHET & CLANK FUTURE: TOOLS OF DESTRUCTION Ps3 


16 // Oct 2007 // GAMEPRO.COM 





Fa 


Rapid Sho corer 












+ __frederic 


2 Polbags sat Beat we “« 
an6885 87.9/ 974s = 8786/92 
oo = 


Roll Borcage 


















CROSS JUebe BRIDGE 
BETWEEN DREAMS 
AND. REALITY. ° 


Bebo 


epee So : ch bs 
Journey into a dream world where the wheels of destiny | 1 a 


__ reverse in the final hours of life. Late on the night of aL Ae, 
_ October 16, 1849, Frédéric Francois Chopin, known as ~ 
: the Poet of the Piano, drifts between this life and 


the! aoe In his final hours, he experiences a fantastical 





ae dream where he encounters a young girlfacinga 
Le terrible destiny and a boy who will fight to save her. ty 
_ On the border between dreams and reality, Chopin I oe y 
discovers the light that shines in all of us in this ©’ 4 me 


tale of good and evil, love and betrayal. 
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“One of The Best Anime Movies Ever.” 


-Eric Nakamura/Giant Robot Magazine 
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THE FALL (AND RISE) OF TIMESHIFT 


GamePro speaks with Scott Hawkins, executive producer on TimeShift, for the full update on what wasn’t'working with 


TimeShift, and why the new TimeShift will change the first-person shooter genre forever. 





two suits were crebtad: Beta and Alpha, When Krone an A 
suit disappeared, our modern-day world began to drast al cha 

for the worse. With only one time-travel suit left, it’s your mission to 

travel into the future, return the past, and stop Kroneat all costs. 


GamePro: Obviously, TimeShift has seen massive changes (all for the 
better) since its early form. What did the team look at and say, “This isn’t 
working”? How were those issues addressed? 

Scott Hawkins: In September 2006, the decision was made to give the 
project extra time so that we could really improve many areas and make 
this a triple A, next-generation hit. With that amount of extra development 
time, we were able to go through and greatly improve many areas of the 
game. The story has been completely changed, the graphics have been 
significantly improved to push the envelope on the next-gen, the physics 
system has been replaced, the weapons have been tuned and improved, 
EVatem catMvz-la cele lomo ar-le-leutclmr-laliaar-le(e)arom ar-hicm olc\-1amacy el t-ler-re mudi tam nareldlela 
capture animations. 


GP: Let’s talk enemies. From our time seeing the new version of 
TimeShift, we mostly saw human soldiers and mech-style assault vehicles. 
What other kinds of foes will players encounter later in the game? 
Hawkins: In addition to standard human soldiers and mech-style assault 
vehicles, you also will encounter attack helicopters, bomber air strikes, 
quantum guards that use their own time control powers, snipers, and 
quick firing enemy turrets. 

In addition to A.|. enemies, the player will also have to use their time- 
control powers to help them maneuver past obstacles and booby traps in 
the levels. Some of these obstacles will threaten the player's life; others 
will simply challenge the player to find a solution to get by. 
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GP-: |s it true that in multiplayer you throw “time grenades” to activate 
HicteVaUl ackowste ela McloM) obs gale Faun (o)imelel-t-maalicm inal or-leimelaliiarcmaalelielelt-naciae 
Hawkins: If time powers worked the way they work in the single player 
experience, it would be very boring and frustrating for the players that 
are frozen, slowed down, or running in reverse, so we needed to come 
up with a creative solution to allow all online players to use time powers 
at the same time. Players have time-control grenades that they can use to 
create temporary time-control spheres. Imagine you are playing a game 
Coy Or-JolaUlacmtatcm ail-le Mm aalclacMelal-Mel im cole] melo) oLelal-tal emi maelalaliarem-lalr-lem-lololels 
iComaciaviaamiZolelmit-lem com dai-l]m oy-t-1--1ale Rcvere) ¢-M-Mer-] oe e-em lam Miaal-telalia em cole Mer] 8) 
YUL ael gir- Wm MT natcete) (ey iam Cl acl at-(o(cWMm ar-hY/- Wal ax->.40) (ele [-Mmalct-1am\Zele] are) e) olelal-lalem-lale| 
capture them in the Time-Slow bubble. While they are suspended in slow 
raven elolapmrZoleMmer-lamaulam-lcolelatom cal-MolUlole)(-Mmila-m-mevele] o)(-melmiarelcelUlamaelelaret) 
at their head (they will also get suspended within the Time-Slow bubble), 
and when the Time-Slow bubble expires, your shotgun blasts will take 
ColU) mYZolel me) o) oLeyarclaim-lave miele Rer-lbBacliUl gam iZelelmil-lemCokt-1(-18 Aa MAT NRA IE] 
Yololherelat-lmaavele(-t-Roymelaliiaten elt-halareiereliare mB y<r-1 dal ant-icolapmt-1aam B\-t-] Calaar-1Ceae 
Meltdown Madness, King of Time, and others. 


GP: Can you unveil a new, never-discussed weapon? Also, what are a 
(orole] ol (cMel mele mich elaitctya 

Hawkins: The ThunderBolt is a weapon that has not been discussed 
previously. It is a weapon that is similar to a sniper rifle but it has a 
unique twist. It shoots arrows that penetrates the armor of an enemy and 
explodes, causing the sections of the body to separate or gib. 

The flamethrower or “Hell Fire” as it’s referred to in the game is a 
pretty badass weapon. The main functionality is similar to a machine gun 
except the bullets cause the enemy to temporarily flame up as they get 
hit. The secondary feature is a full on flamethrower, which engulfs the 


enemy in fire. 
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Unreal Tournament series blends unique team-based objective 

game modes such as Onslaught and Domination with a futuristic 

Ted adiare MUUAlcincm clea Uii-re mel le lfc] Cole-melUL <omi mole] aco dal-melct-1aale (olmmer-lamr-lale| 
glory. It’s Running Man for the new generation. 

This year, Epic has major surprises for fans of the UT series. In the 

past, UT's single-player experience was merely a spitting image of its 

online counterpart. Unreal Tournament 3, however, will sport a brand-new 
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THE GODFATHER OF ONLINE MULTIPLAYER RETURNS 





single-player campaign complete with a storyline and character development. 
Play Gears of War much? x 

No matter what the single-player campaign has to offer, UT3 is an 
online game at heart. GamePro spoke with UT3 producer Jeff Morris to 
get the latest details on weapon enhancements, new objective-based 
game modes, and when asked if the game was still on schedule to release 
in 2007, Morris responded with a snarky, “We've never committed to a 
release date, so it'll be released when it's ready!” 


J Be oe 











HEADSHOT OF THE CENTURY. 
UTS producer Jeff Morris talks juicy gameplay details. 





favor i Domination and On jh 

Warfare combines the best parts of Onslaught (vehicle carnage, focused 
fighting) with the best parts of Assault (narrative, changing objectives). 
It's a great balance of on-foot deathmatch, high speed vehicle com- 
bat, and a bunch of new things like the hoverboard, deployables, and 
different methods of capturing territory. We decided early on to focus on 
the game types that had the largest player counts in the past and make 
as many awesome maps for those as possible. While we loved Double 
Domination, it just never caught on with a large enough portion of our 
customers. 


We've got lots of returning favorites, many with new functionality. For 
instance, the Rocket Launcher underwent a major upgrade and can now 
be used as a grenade launcher. This adds a lot of flexibility to this single 
weapon and is a nice tip of the hat to Unreal 1’s 8-ball launcher. And of 
course all the new vehicles have new mounted weapons to eradicate 
the competition. 





We found people didn’t quite get the “linking up” part in UT2004 so now 
you'll just need to stand next to someone using the Link Gun and you both 
get a damage spike. Same with vehicle repair, just stand close to some- 
one else repairing the vehicle and do the same for a boost in repair speed. 





of UT200. 





you g to chang core feel o' ¢ 
We absolutely reduced a lot of the floaty movement from UT2004. We feel 
we've struck a great balance between the grounded nature of the original Un- 
real Tournament and some of the advanced mobility options from later titles. 
The Impact Hammer is our main melee weapon and one mean customer when 
you get close to your opponent. It’s one of the two weapons all players start 
with, and in skilled hands, can be as lethal as any other weapon in the game. 
Vill there be pers t ranks/emblems/medals in multiplayer for UT3? 
We've got a robust stats feature that allows you to see how you match up 
against other UT3 players across a wide range of tracked data. 


a aa 
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Ithinkthe PS3is the surf-‘n’-turf. You wantthe lobster and steak and you're going 
to give yourself the treat of getting the best thing on the menu. The PS2 is your favorite burger 
restaurant—you go there for comfort food and it’s just always good at a great value. 

[As for the other two consoles], one [Wii] is a lollipop, and I’m too old for lollipops. The 
other one [Xbox 360] | get sick from once in a while because the cook isn’t always reliable. 


| would never say it’s our Halo. It’s our Killzone. What I’m most excited about 
is that it’s living up to the promise we showed consumers [at E3 2005] long before the PS3 
was ever done. We received more than our fair share of criticism that said there is no way 
you can make a game like that on any video game system. But now people have seen the 
live code of Killzone 2, and ultimately when consumers get their hands on it their jaws are 
going to be on the ground. 


| think we’re talking about a short period of time here. PSP has only been out for a couple 
of years, and | think it will continue to evolve over time. We think it’s state-of-the-art technol- 
ogy and think these new improvements take that technology and give you an updated form 
factor. But clearly we haven't abandoned the 25 million consumers that are fans of it. 


| think the software emulation on the 60 GB PS3 is extremely 
good. It’s the same software emulation they have in Europe, and 
the backward compatibility on it is quite favorable. | think you 
have to look at it in terms of what we’re asking consumers to pay 
additionally for, what they’re getting for it, and what 
they would ultimately choose to do with it. They’re 
getting 20 GB morein hard drive space, and we all 
know our competitors sell a 20 GB hard drive 
for $100, and they’re getting a $60 game in- 
cluded. They’re essentially getting $160 
worth of value for $100. For consum- 
ers to whom the Emotion Engine is of 
paramount importance, the 60 GB ver- 
sion is available for $499. 
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The ninja-slicing epic gets one hell of a graphics 
makeover and deeper combat options, making the 
third time out a spectacle you can’t miss. 


breathes second life into one of Capcom’s best. 
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Sure, it looks exactly like the GameCube original, but 
beating back the infected with the Wii controller 


SUCKS 


Le OR AS~ 


© pores 


Changing the world, one insult at a time. 


WL 


SUCKS 


== Vi int 2. Slapped with an Adults Only 
rating by the ESRB, preemptively banned 

ohn calc OM @mr-lalo Mi laclt-lalepa-]aloM cf-laactom ino) an| 
the Wii and PlayStation 2 platforms, Take Two's 
violent sequel won’t see the light of retail 
shelves without significant cuts...or major ESRB 
negotiations. SUCKS 


= Heiledy naliaremei-aadiale mere) g olele-}¢-M ol e-laleliare, 
Tamelelamel aii mu daliicm este diare mel om Ct-lpal-le-yore) g-) 
points for XBLA game rewards, but seeing it 
carelessly shoehorned into NCAA 08 Football's 
achievement names gets all up in our end zone. 
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Ee sponsored Achievements. We didn’t par- 


ee Church of d. Religious officials are 

te loaat ‘if caifiet ‘balatedly with the appear- 

ance of Manchester Cathedral in the alter- 

nate reality FPS Resistance: Fall of Man. How 

and why blasting fictional aliens influences 

MV ETaod al-¥-) (1 mao g-t-] EauelaremelelaMelgiant-Melgelol (las maces 
mains a holy mystery. SUCKS 


RULES 


Grand Theft 360. Take Two has confirmed 

that the episodic content currently in de- 

velopment for blockbuster-in-waiting 
CTe-Tare ma Mal-saaNel Com AVAN UII ol-M-> coll UIThZ-M COM eigen 
soft’s console. Spring 2008 can’t come soon 
enough. RULES 


Digital Delivery. Capcom’s releas- 
=) ing some high-profile games through 
=" Valve's Steam network, GameTap suc- 
cessfully resurrected Myst Online, download- 
lel (-MasrealcMaclaleclmilelllacte-leoMeliaeleyiale Pr-lale mac \Y 
fe foleyel{-t-m <-1-] om] eo ol-t-1a late me) ap.4 ole) al MY. c WU ger-le [oe 
It’s a great time to have broadband. RULES 


Blu-ray. Blockbuster officially favors So- 
) ny’s format over HD DVD, sales of Blu- 
ray titles in Europe have increased 1000 
percent since the PlayStation 3’s launch, and re- 
CEES lam talom oleicel-Lolaliavem io) gaat-ta@-Vacelal ar-love-1 
erating. The war's not over, but there’s a strong 


wind blowing. And it’s saying, 
RULES 


“So-0-0-ony...” 





Beautiful hand-drawn sprites and old-school 2D 
brawler mechanics prove you don’t need the latest 
hardware to have a memorable adventure. 
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A hero need not speak. When he is gone, 


the world will speak for him. 
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AMERICA’S NEXT 


TOP MOB 
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n industry, the business of video game aeveliopment 








Ina $13 billior 
and ruthless. Do you have what it takes to be the next 





As cutting-edge technology advances, the competition to land a job as either an artist or programmer 
gets harder. Tur to watch 12 aspiring artists and programmers compete in a 
series of challenges using Microsoft's XNA development platform to be America’s Next Top Modder. 

It’s not a glamorous life either. Watch as these 12 contestants struggle to complete five extremely 
difficult challenges in less than six days. Tension is in the air when the grand prize winners, one artist 
and one programmer, are awarded with an inside track to a full-time position. 


Photographs by Adrienne Fodor 
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THE 


BIG 


Tenacious Moses sounds off on the 
top stories on GamePro.com. 








> 





Epic GAMES SUED FOR 
“FAULTY” UNREAL ENGINE 3 
Silicon Knights said it’s suing Epic Games 
for lost revenues caused by Unreal Engine 
3, the popular developer platform that they 
claim has delayed the release of Too Hu- 
man on Xbox 360. Epic called the allegations 


“unfounded.” 


Microsort Losts $1.9 BILLION 
ON XBOX DIVISION 


Microsoft announced that Xbox 360 losses 
for the fiscal year ending June 30 totaled $1.9 
billion due largely to recent charges in its 
extended warranty Plant to cover faulty con- 


soles. 


PETER MOORE LEAVES 
MICROSOFT FOR EA Sports 


Peter Moore has officially resigned as the 
president of Microsoft's Xbox business 
division. The Briton will be replaced by 
Don Mattrick, a former EA executive. 


60 GB PS3 To BE 
DISCONTINUED 

Sony announced that the 60 GB PS3 would 
be dropped to $499, but the model will be 
discontinued later this year, leaving only 
the $599 model for sale. 


SLIMMER, WEIGHTLESS PSP 
DUE THIS SEPTEMBER 

The new system is 33 percent lighter and 19 
percent thinner than its predecessor. Piano 
Black, Ice Silver, and Special Edition Star 
Wars White models will all be available this 


fall for $169.99. 


Sources: 1UP.com, Cynamite.com 


",..brings you even closer to the action..." 
Gamer Squad. 


“an immersive video experience worth waiting for... 


E-lilelod am K-10) 


“_.. like having a big screen TV without losing wall space... 


Mac Life. 


now available exclusively at 


VTAWAW A at=r- lel elr- MV mere) an) 


See BIE: 
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HEADPLAY 


personal cinema system 








IMMERSE YOURSELF 


sda} arctaler-mzelelmmer-tutliale mttlenalcm ir tceueliale| 
and web experience with a_ truly 
immersive image that you can escape 
Ta) Con ce) malolel ace 


With pixel perfect viewing and dynamic 
Tolerate! quality, the HEADPLAY 
Personal Cinema System works with 
game consoles, PC, Mac, DVD 
players, iPod, mp3 and other media 
storage devices. 


°e Games ¢ Movies °e Web 


¢ 2D and 3D° 


“subject to content availability 


SPAWN POINT 


Meet The New, Slimmer PSP 


sony unveils a sleeker, lighter PlayStation Portable, coming this September for $169.99. 





® Twice as much RAM (64 MB) to improve load times in games 













# Available in Piano Black, Ice Silver, and Special Edition 
Star Wars White 


= New speaker positioning for better sound 
= Better directional pad and buttons 

# Recharge the battery via USB 

= 19% thinner and 33% lighter 

# More efficient battery life 

= TV output up to 480p 


VERSUS MODE/7. 


Two classic characters, one classic brawl. = 


NARIKO LARA CROFT 


(HEAVENLY SworD) (LARA CROFT TOMB RAIDER) 
Resources: A handful of hours left to live Le Virtually boundless wealth 


Upbringing: Strict life of discipline eet Cushy life of travel and privilege 
Physique: Lithe and athletic Led Absurdly top-heavy 
Weaponry: Divine blade Do Modern fire arms 
Natural enemies: Well-trained soldiers pet Wildlife and simple-minded thugs 


OUTCOME 


Nariko has precious little time to live, but she itches to teach this glorified judge, but a slo-mo replay reveals Lara flipping 
grave robber a lesson. As Nariko charges across the dusty ground, her just a shade too late to prevent Nariko’s divine 
hallowed blade and fiery red mane trailing behind her, Lady Croft sends instrument from slicing her neatly in half. 

half a dozen ineffectual slugs in her direction. What follows is a blistering 


gymnastics routine that any Olympic officiator would find impossible to BD) = 05 (0) \\ Nariko >>> 
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cane 8 


Join The Ultimate Battle of Heroes! 


Anywhere! Anytime! 


Cartoon Violence —S 
Comic Mischief 
Se ID 


PlayStation Portable 


pain . 


CONTENT RATED BY 
ESRB 


_— mepbia 





NARUTO © 2002 MASASHI KISHIMOTO Program © 2004-2007 NAMCO BANDAI Games Inc. Ultimate Ninja Heroes is a trademark of NAMCO BANDA! Games America Inc. “PlayStation”, the “PS” Family logo, and “PSP” are registered trademarks of Sony Computer 
Entertainment Inc. Memory Stick Duo" may be required (sold separately). The ratings icon is a trademark of the Entertainment Software Association. All other trademarks belong to their respective owners. 





KNOW YOUR... 


Ue AIT Gta Bs 


Sea 

The venerable sword-and-sorcery setting is get- 
ting its own MMO later this year, courtesy of Fun- 
com, the makers of Anarchy Online. So what makes 
itinteresting, apart from it being set in Conan’s bru- 
tal, gritty world? The combat will be action-based, 
for one, so don’t expect to spend your time click- 
ing on enemies and stroking your keyboards until 
they die. Even cooler, though, is the fact that player 
guilds will be able to build cities that can be attacked 
by rivals, both human- and computer-controlled. 





Development falls on the able hands of Cryp- 
tic Studios, creators of the brilliant superhero 
MMO, City of Heroes. There’s word that players 
will be able to take on the roles of popular Marvel 
characters. It’s hard to imagine how this works, but 
if there’s anyone who can come up with a novel 
solution, it’s definitely Cryptic. 





EA Mythic knows what they’re doing when it 
comes to PvP—just look at Dark Age of Camelot. 
Mythic is promising “realm versus realm” war- 
fare of the highest caliber, with six playable races, 
each with a corresponding sackable city. From the 
looks of it, Age of Reckoning will blend this brutal 
PvP focus with Warhammer’s bizarre, irreverent 
humor, and the results look promising. 





The PS3’s first MMO is not what you’re expect- 
ing. It’s spy vs. spy action developed in-house 
by Sony Online Entertainment. The Agency will 
mix FPS gameplay with the social- and character- 
progression elements you've come to expect from 
an MMO. Players will pick sides and acquire an 
evolving network of NPC operatives that can 


be equipped with weapons, gadgets, and intel. | 


Whether or not PS3 players will live on the same 
servers as those on the PC is yet to be deter- 
mined, but it’s a cool possibility nonetheless! 


Geek Speak 2-0 


Big words, small type. 


1337: Numbers arranged to look like “LEET,” a deliberate misspelling of “elite.” Usually used 
with a heaping helping of sarcasm, as in “omg ur so 1337 lol.” 


Ding!: A triumphant announcement made to those in the immediate vicinity when leveling up in 
an MMORPG. The customary response is some variation of “gratz,” short for “congratulations.” 


FTW: An acronym short for “for the win,” typically following a star player’s name, a favored strat- 


egy, or anything else the speaker approves of. “Ice cream sandwiches FTW 





1" 
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OVERHEARD THIS 
MONTH 





Clive Barker at the second annual Hollywood & 
Games Summit 


Rev. Rogers Govender, dean of Manchester 
Cathedral, speaking about the building’s appear- 
ance in Resistance: Fall of Man. 


Dan Paladin, co-founder 
of Alien Hominid HD 
developer The Behemoth 





Dr. Stuart Gitlow of the American Society of 
Addiction Medicine on the notion that video game 
are an addiction. 





Scott Steinberg, vice president of marketing for 
Sega of America 


gameindustry. biz 


“THERE COMES A TIME WHEN 
EVEN GODS MUST DIE-"...... 





THE DEATH OF SUPERMAN. 


AVAILABLE ONLY ON DVD 
09.18.07 


DE, supermandoomsdaydvd.com nit: Premiere 


ACTION VIOLENCE SDH Peer 


Bonus Material/Trailer Not Rated. 


SMALLVILLE, SUPERMAN and All Related Characters and Elements Are Trademarks of and © DC Comics 
“SMALLVILLE” the series © 2007 Warner Bros. Entertainment Inc. All rights reserved 












From the team who developed the first slew of Medal of Honor games comes Legendary: The Box, an 
insanely intense first-person shooter where Pandora’s Box has been accidentally unleashed, pitting the 
player in an epic battle for humanity against a fearsome cast of mythological beasts. 

Legendary begins with Deckard, a professional art thief who has been hired to retrieve Pandora’s 
Box from a New York City museum. The heist goes awry when the chest clamps onto Deckard’s hand 
and sears the insignia of Pandora into his palm, triggering the mythical box to open. The museum 
begins to crack and crumble as the first round of mythological creatures spew forth from the box. Armed 
with nothing, the player must escape the museum before getting buried in concrete. This playable scene 
merely sets the stage for the first episode of Legendary: The Box. 

The real mayhem begins in the streets of New York with fiery asteroids falling from the sky, Griffons 
biting off the heads of civilians, and a metal golem taller than the highest skyscraper, shaking the earth 
with every step. Then there are the werewolves... Legendary: The Box is an epic, metal guitar riff from 
the hands of Satan himself. 


~ ~- 
y i <I ~_ “| ~ mo e- be 


APS STATIC < aN By Vicious Si 


...ut 3... Fallout 3...Fallout 3... 





It’s like an acid-infused remix of Geometry 
Wars, only with giant asteroids and UFOs. If you've got a PS3, drop this maga- 
zine, cough up $10, and download this game right now... 

Honestly, it’s kind of a drag—is Devil May Cry 4 really go- 
ing to be that different from the other three games? I’m far more interested in 
off-the-beaten-path games like Clive Barker’s Jericho, a gruesome little squad 
shooter that literally floored us at ES. Why is nobody talking about this game?... 


And yes, it really is much better than the original model (love the new directional 
pad). Given that God of War: Chains of Olympus hits this fall, this is the perfect 
time for PSP holdouts to pick up a PSP. | know | will... 

Big props to Microsoft for taking responsibility 
and extending the warranty, but come on—these mistakes shouldn’t be hap- 
pening in the first place. | also can’t help but think that the Red Ring of Death is 
more widespread than Microsoft is admitting. For instance, Kotaku’s Brian Cre- 
cente is on his ninth Xbox 360. How awful is that?... 

| even read that trashy prequel novel Revelation (how's that 
for an ultra-generic sci-fi book title?) to prepare myself. The good news is that 
Mass Effect’s detailed world shines through the book’s clunky writing, which 
bodes well for the final game. Don’t let me down, BioWare... 

| gotta go with a tie between Microsoft and Sony be- 

cause they both showed a slew of great games. As usual, Nintendo was off in its 
own little world, showing off silly YouTube videos and that bizarre Wii Fit. Ma- 
e-mail Sid: rio Kart Wii should be a blast, though... 
vicious_sid@gamepro.com 
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Pwned this month: 
Wii Fit, Devil May 
Cry 4, and the 
Xbox 360 


HEROES: SEASON 1 

The wildly popular television series about 
ordinary people with extraordinary powers 
brings its ensemble cast to DVD with an 
extended cut of the pilot, deleted scenes, 
and more. Easily the best show of 2006. 
nbc.com/heroes 

$59.98 


HoT Fuzz 

Simon Pegg (Shaun of the Dead) stars as 
super-cop Nicholas Angel in this hilariously 
Fe) ok-JU] ge Mi goy-}>) me) m- Lond lola Manley ai-Mere)anvzclaldlelals 
Tale mel |(oalctop 

no) au ysaore) an) 

$29.98 


DISTURBIA 

It might be a glorified teeny-bopper remake 
of Hitchcock's Rear Window, but Disturbia's 
tale of the killer next door is still effective 
EValem-lancciae-lialiate p 

disturbia.com 

$29.99 


(Sony Online Entertainment) 


Betrayal is a trueblood God of War game. It’s 
surprisingly addictive: just one button con- 
sto) wa ol0] wm ol Lololetsciolelaelate Morel aaloles-mr-\ale mi ilalicjar 
Tate Ma slen’d-t-¥al od go) oY] ol hVattal=W ol-I-} Mol] | mo) avolatswer-1e atc) 
we've ever played. 




















The Bog level sets the intense pace for Call of 
DIU) Ava Me] Canves-yelalclac me) manrele(-1aam7-lai-lach 


CALL OF Duty 4: 


a 


te Be Ay 


aie’ 


MODERN WARFARE 


All of the Achievements! All of the classes! All of the guns! Take a look behind the 
curtain with GamePro's guide to the Call of Duty 4: Modern Warfare multiplayer beta. 


Fess | Xbox 360 


y the time you read this, the Call of Duty 4: 
Modern Warfare multiplayer beta will be in 


full effect (it’s available only on the Xbox 
360). The Xbox 360 multiplayer beta includes 
three maps, 20 unlockable ranks, a selection of 
weapons, upgradeable talents, and all six charac- 
ter classes, including the Create-a-Class feature. 


& Developer: Infinity Ward ® Publisher: Activision ™ Release Date: Falf 2007 


No matter how many matches you play, how 
many experience points you earn, or how many 
Create-a-Class combinations you try, there is no 
possible way to experience every crevice of the 
CoD4 multiplayer beta. There’s just too much! 
This in-depth guide will show you the highlights 
to focus on in the beta. 
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EXPERIENCE POINTS 
Experience points are the frosting on top of Infin- 
ity Ward's delicious Call of Duty cake. Experience 
points level up player rank, unlocking new weap- 
ons, grenades, Perks, and Challenges in turn. 
Experience is earned by kills and completing Chal- 
lenges, which we'll delve into shortly. 

Each kill is worth 10 XP, and assists are worth 
two. Completing Challenges will reward you with 
a hefty 100+ XP each. 


CHALLENGES 
Think Xbox 360 Achievements without the annoy- 
ing pop-up window and worthless Gamerscore 
points. CoD4 multiplayer Challenges reward the 
player with performance upgrades such as cam- 
ouflage outfits, weapon silencers, forward grips 
for improving weapon recoil, plus various scopes 
include ACOG and laser sights. 

Challenges include scoring 25 to 100 kills with 
a specific weapon or falling 15 feet without dying. 
Rewards? New gear and skills. 















WEAPONS 


rumored to include 40 or 50 weapons in all. 


ASSAULT CLASS 


M16: The primary infantry 
rifle of the United States 
military since the 1960s. 


rN ry Fam Of o) nn) of 10-10 mm Ce) 
fo} datclam- leh coda ler-lellare Manilct-) 
from WWII, the AK-47 is 
(fey any oy-(e1 ome) mere] an] ex-1e-1 4h) 
range, deals moderate power, and is capable 
of selective firing rates. 

M4: The M4 Carbine is specially favored 
for close quarters combat because of the 
carbine’s compactness and firepower. 









Lieut MACHINE GUNNER CLASS 


M249: The M249 delivers 
great firepower for its size, 
but failure rates are vast as 
the weapon is beginning 
to show its age. 

RPD: The RPD can be 
fired from a prone po- 
ipakelamWAndamel1-melmaal-m oll icrolamelioleler 





M60: A long-range light machine gun. 


PERKS 


What is a Perk? In CoD4, it refers to a special attribute you can assign to 
your character class. As your rank increases, you gain more powerful 


This is just a sample; The final version of CoD4 is 








ow, 


SPEC OPS CLASS 


MP5: The MP5’s accu- 
racy, reliability, and wide 
ig-]ale [- O) ME [eLe1 S110) 9 (-1<) 
have made it the subma- 
chine gun of choice for 
light-infantry units. 

Skorpion: PNT davelereta) 
relatively weak with a short effective 
range, the Skorpion is a very efficient 
weapon in close quarters combat. 


Mini Uzi: Perfect for clearing bunkers and 
defensive lines, the Uzi’s compact size and 
firepower prove superb. 


SNIPER CLASS 


M40A3: This sniper rifle 
model is commonly used 
by the U.S. military in mod- 
ern warfare. 

M21: Created for the U.S. 
military during the Vietnam 
os War, this semi-automatic 
alleles rifle has made a big comeback in re- 
cent years. 





Flavemtalcwsi mem 


Perks. Sadly, the CoD4 beta caps at level 20; a shame, because the best 


Perks are unlocked at high levels. 


Stopping Power: Increases bullet damage. 


Deep Impact: Bullets penetrate stronger materials such as steel and iron, 


helping you shoot through cover. 








Martyrdom: Achieved at rank 17, Martyrdom has been 
(o[Vl 0) olcte Mune Val tts (ct-] oy-Tele]iare Mmm Ccreialare) (ele hmmm ©) ole] a imme (ct-1 (ap 
players will pull the pin off one last grenade. Martyrdom 
is a sure bet to get kills from beyond the grave. 


UAV Jamming: Stops the enemy team from receiving 
1OP-NVAYo) Vag ol r-lalome-ler-lmel oletel (ct 


Sonic Boom: Larger and more powerful explosives 
fe F-Vaat-le(cMm Malic icwre Mme [acta] m0) ole] e-le(cm (ola ole) dame laciar-lelcts) 





KILL STREAK REWARDS 


As in any other online first-person shooter, 
killing sprees are the ultimate goal for suc- 
cessful online fighters. In CoD4, however, 
kill streaks are much harder to come by, 
EVave mm dai-lach iol ac wm ante) acm ar-lavel-volsel-ihvaaca i 7-1ael-1e 
Not only will you get massive XP points for 
mowing down numerous enemies in a row, 
but your whole team will be rewarded with 
these three nifty features: 


Three kills: Usable at anytime after three 
kills in a row, but before you die, it grants 
the player one phone call to headquarters 
for a UAV spy plane. The UAV spy plane re- 
veals the location of all enemy soldiers on 
radar for the entire team. 


Five kills: Five kills in a row is no small feat, 
even for veteran CoD players. This achieve- 
ment is rewarded with a military fighter-jet 
air strike. The player can select an area on 
the map, and three fighter jets will swoop in 
to completely obliterate that sector. 


Seven kills: Nearly impossible to get, scor- 
ing seven kills in a row earns you a massive 
reward. An A.|.-driven attack helicopter will 
fly over the battle field maiming any ex- 
posed soldiers of the opposite team. This 
helicopter covers the entire map with intim- 
re F-yau ave maelavam- lave Mey 0l-1-Ye Pam Cole im or-]a Mme li-t-Lol icant 
with an RPG rocket, or target the tail rudder 
to send this beast spiraling to the ground a 
la Black Hawk Down. 


ie ‘> ° Say 
f. 2 ‘ Et 
wt Cae aI PS 





Steady Aim: Increased accuracy with less recoil. 
Sleight of Hand: Decreases reload time by half. 


Juggernaut: Increased health. 


Claymore: Unlocked at rank 23, this Perk grants you with a single Claymore 
mine—the only way to easily earn this powerful weapon. This Perk will not be 
Taree re (Xe Iam taicm ol-i ec Pm oll a@e lh Zctow- Me] lan) oys1ome) Mm Ove) DL Mcmallelal-lea(caY-1 mel ole |e-le (etm 


x2 RPG: The player starts each match with an RPG and two rockets. 


x2 C4: The player starts each match with two blocks of C4 explosives. 


Extreme Conditioning: Increases sprint duration from 8 seconds to 12. 


Last Stand: If you're killed, you'll get a second chance...but you're stuck with 


x3 Special Grenades: The player starts with three special grenades. These in- 


a puny pistol. Just one more shot will end your pain. 





(eal Uro (Mca aula Mel aclar-le(ctoMmcianle).<oMelcclar-le(ct-wer-laleMil-l-1ames-[ale e 


CONTINUED > 


JE Ocr2007 1/ 
















[MF ltl ain 





CHARACTER CLASSES 


At Rank 1, CoD4 offers only a few character classes to choose from. We recommend starting with the 
Assault class. The rest of the classes will become available to you between Ranks 1 and 5; Create- 
Orem ol-lialemaal-m (eli emia) (olen <clom-]@at-lal aon 


ae £ tee EN 





ASSAULT DEMOLITIONS SNIPER 

The standard “get in there!” infantry class. These Very much like Team Fortress’ Demo Man; forthe Self-explanatory, right? The Sniper class requires 
guys are on the front lines with assault rifles and Demolitions class, it’s all about the explosives. patience and a steady hand. Snipers are automati- 
plenty of armor. Assault class units face a particu- These heavy hitters pack a grenade launcher asa__ cally outfitted with camouflage that blends in with 
larly short life expectancy, but their front-line kill primary weapon, and come equipped with heavy _ the selected multiplayer map. 

ratio more than makes up for the loss. duty special grenades, such as remote C4 mines. 






CONTINUED > 


SPEC OPS LIGHT MACHINE GUNNER 

Spec-Ops units are considered light infantry, built The heavy-duty firepower behind CoD4 squads; 

ico] mmJol-1-10 amit le mmer-]o) (Ul ect late Mmit-lal diare Mm at-lalcie Camm lle ]ala@ar-loualiniMe lela cmar-nZeMl-lse [emi osce-lave merle areley' 

vers. Sub-machine guns and light armor are stock through most walls, but suffer from low accuracy. 

CYoTul i olaat-laimielm- Be) o\-1er ©] ose) I-V-18 The LMG class is perfect for beginners, because 
reloading is infrequent and it’s easy to score kills 
by laying down a spray of gunfire. 


Y ray y 
CREATE-A-CLASS 

MM al-mallelalivelaymorm Oxo] BY-M-manleliefolt-\V-lmantole (Mm cal -Mlalaren’c-l th UcM crcl (Ul g-M-1 |e) mele m CoMegct-l (cM MUlal lel (eMelt-Tt 
and name it whatever you want. Here are the Create-a-Class options: 


¢ Primary weapon and attachment 
¢ Sidearm 
¢ Three Perk slots 





Create-a-Class is unlocked at Rank 6 and allows for a variety of unique soldiers on the battlefield 


at one time. For example, let’s create a class called “Destroyer.” You could equip yourself with * 
Mca dare] WACct-t-]UN Ce Ft MCICManALcm CUA (lel <-Lem-lale-1a) @/4e) Pole @-Te (om dal-M-10) | [fava comer leave Maole cla r-lelateal-19 é 
with the x2 RPG in one of the three Perk slots. This combination of Perks would make your “De- q ; 
stroyer” character a combination of the Assault and the Demolitions classes, making him a dev- - 
astating offensive combatant.—Tenacious Moses f 
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Micresoft 


gamexstudios: 


ARTISTRY AT THE REDLINE. IT’S HOW RACES ARE WON. POWERSLIDES. DRIFTS. 
SLINGSHOTS. PUMP UP THE CROWD AND YOUR SCORE WITH EVERY HIGH-SPEED 
PRECISION MOVE. EACH MANEUVER YOU MAKE LEAVES A MARK. ON THE TRACK, 

AND ON THE OTHER DRIVERS’ FRAGILE LITTLE EGOS. XBOX.COM/PGR4 





PRODIESY GOTHAM 2ACING® 






RATING PENDING 


Visit www.esrb.org 
for updated rating 
BIZARRE information, 


CREATIONS 



















* RE ed 
‘ : aL Re 5 a a 
ait R bs hw =e e tS 
tf glee aes te fe eee a att 
a 4 3 ne s lotat 
my eas : MM > TEN tp Fa 
mu t « FS, s 





F acum VEMENTS 


The entire list of Xbox 360 Achievements for the final version of Call of Duty 4: Modern Warfare 








Earn a Winged Dagger (Complete training at the Kill HOUSE) .....ccscssssesssssssecssssssesessssesessssecsssseceessssecssssnees 20 Pts. 
PUVA aes SUITES: CINTA RCE Ea BEI SOUND) accesories skein t ica cnsseaceansbonoeckasamnosiaeessnmnositamasneaestnbonsennr anes 20 Pts. 
Dancing 1 the: Dark: (RIN Ee OWEN) eo ccccaspesssstsccsfcccoscsauatesssuvgsetsbapausasseaiaag i dscanehtta ance nclsbovascqpassasscztosicadoondd 20 Pts. 
Save the Bacon (Protect “War Pig” the Abrams Tank) ...cssecscsssessssssssssssssssssssssesssssssorassvsssansssoesonsseeesieesoeeseesss 20 Pts. 
Bring ‘Em Home (Operate an AC-130 Gunship) ........csssscccssssscccosssescsssssscstnssescssnscssconssosecovscsgccssssanssessanaueseossnvoss 20 Pts. i 
Wrong Number (FInd: Al-Asads’Sate HOUSE) -aisccscocsessssssnssoccucecasehovassseasdessesenvecosossas cosensa nbuaaeobsocasinsanabemowsscaneedea 20 Pts. 
Piggyback Ride (Carry Cpt. MacMillian to safety) .......sccsscsssesssscssssssesscsssssssesssesssssseesessssnseseessssssecessssseeseesses 20 Pts. 
Desperate Measures: (COrner ZakMaey:s SOM) scssccasscsssscsstesnceandcavstcvsrsvcsses acuta sossenecususscatsntsveniseandbascevcenonteoseeens 20 Pts. 
Win the War (Complete the game on any difficulty) .......cccsccsssssssessccsssssessscsssssssessssssssseserssssseessssssnsessesseensess 40 Pts. 
Look: Shiat p: (Fina 1S emery ital Heres) scissssasssasascessvcssossaeasccesascsseesscoscesabscsbesteesstoceceseescssctsticsaahecnssoabe ocssete pacts 20 Pts. 
Eyes. and Ears (Find 30 enemy intel Iteriis) ais:iicsscesecasecssostavaonsnvsbecosessucbiaessionsqasssaicecencecesabcdsarasiebnivdpsabassachessdiaide 20 Pts. 
Down: Boy Down (SUPVIVE a OG Atta CK) scssscuss soosasevscassscessssteescussesconsuvatdosta dSscovtvascossyssordnuessvovacosnastearesRessstbooers 20 Pts. 
New Squadron Record (Complete the cargoship mockup in less than 20 S@CONS) eressessscccssssseeeseee 20 Pts. 
Rescue Roycewicz (Save Pvt RoyCcewicZ ON the Stairs) ....cssescssescssssessseccsssscessseessssecssnscsssnsessssesssseerssecsessess 20 Pts. 
Your Show Sucks (Destroy all the TVs showing Al-Asads Sp@@Ch) ......sssssscssssssesssesssssessscssssneesessssnsesseteees 20 Pts. 
IVEAPISCOR CAVE FeCl pa De ES EIN TR PIVN )scccsccencocsccnszsnscacsnconinikassqvvbnsiana ssosaverseosceawaiio veomnn in teipble win psasenenmnavennonde 10 Pts. 
Straight Flush (Kill five enemies with one shot while in the AC-130 QUINSHIP).......ssssesscccsssssssseeeeeseeee 20 Pts. 
: eres one. In the Mist ome “All Ghillied Up” without alerting any CNEMICS)........ssesssseecessseeceseee 20 Pts. 
: Mile High: Clubs (SKY Give to Saf ERY) 5osciscscsessss-ctscscssschcheovscpuescasancbecceossasctaeascncecevactoecacaeeadpcsansads uscsasset vcsccsacontte 20 Pts. 
No Rest for the Weary (Don’t let him get aWaY) ........csssssscccsssssssseccsssssssssecssssnsescesssssssesseesssseessessesssssoessessnssensse 10 Pts. 
Daredevil (Kill an enemy while blinded by a flashbang)........cssssssssssssssssecsesssssnsseesessecesssssssuueessessesssssnsnseess 10 Pts. 
Roadkill (Kill two enemies by DIOWING UP a CaL)......csssssccsssssecsssssecesssssesessssscenssssessssssssssssssesssssseesssssseansesssssseses 10 Pts. 
Bird on the Ground (Shoot down an enemy helicopter With an RPG).....cssssssssssesssssssssssssesseseesessssssssees 20 Pts. 
Four of a Kind (Kill four enemies in a row With Skilled SHOtS)......sssscssccsssssessscesssseeescessssseseecessssseesessssneseerses 20 Pts. 
Three of a Kind (Kill three enemies in a row With Your KNife) .u...ccssssssssssesseecccccssssssssnesesseceessssssnssseesseessees 10 Pts. 
Deep and Hard (Complete the game on a harder difficulty) .......cssscsssssesssecsssssesccsssssseececssssnsessessssnsesees 90 Pts. 
Wie Package (SEcCuUre THe PACKAGE) ciccsic sacs ssssczscccsescsesoscavavsvccasstuvaconsdeochasesaotcosunisecsbusetchoe ovsietebabnsatoscaonenssbie 40 Pts. 
SUF FRESE I4O (RESCUE EENG VIEY 55 ssc csncececsnveratscssonnsiéponshy sesositesiiubanisussbabcadohonselpctnidesbeinass aadiigngicbapalecndcasadoséonitee 40 Pts. 
THE Search' (Complete the:s@arch) assess seis cass caccsssccesssacosasavesactessscvesesccscatanccbehan ncebuscassteooe cossusvenebes 40 Pts. 
THE ESCAIS (ESCA E SUCCESSTLINIY) cccscsoncovseanacoseectcanseateagucsacssecSertonlnvevscasegusssbetopsbacastbeSedbabe esassansaiedsiuibonsenstobadicsas! 40 Pts. 
WIVES BOG ASULVIVE THE OG) oii: cscsinossssuocccssasscconceescpessassascoahenusess tons spscesebosssoasubatabeansbasasscavincooustuestbosunais sieosoavae’ 40 Pts. 
The First Horseman (Ome Gown, three tO GO) visssciseicecesccsssdscosecssvessecedssasnssszussscoceasecassevodosvaieobsocsendsastecasetaoonsset 40 Pts. 
THESECONA'HOLFseMan (TWO: GOWN; TWO TOGO) ssisscasscceociepevvsssssscosoconccsesssscccoobecsecavosccdsenochusssSosdastaccbdeecsdbesssodea 40 Pts. 
The'ShHot.(SUCCESSfully take thre. SMOt) sacssscsssesecosssssocecsscescstescccosczscnscoas oognvedssbsnussscéeSassdesonvbandvanescdeusutsovvatehocouieabiee 40 Pts. 
YW E S PE ra\\4 633K The Third Horseman (Three COWn, ONE tO GO) svssssssesssessessssssesnsesesssisessnsesssesinestasessnestasesasessnnesnenesen 40 Pts. 
TVS PEA ISERIIN MAKE te, CINOICE) sigan sonisaicssss csmncatecostsbaygibsonsaseveviseonsctunoj devote scavbeube sochiissdesetusntetacsbacisiboss 40 Pts. 
The Fourth Horseman (Then there was OMe).......cssssesssccssssssscesessssesescesessssessecssssseccescensssseccessnsueceessnesseceeseansesess 40 Pts. 
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PREVIEWS 


Everything that makes the Halo universe 
role) MicmevolanliaremCoMarlom clase 


HALO WARS 


Halo meets StarCraft 


Xbox 360 


et 20 years before the first Halo game, Halo 

Wars takes us through the origins of the Halo 

Universe and the war against the Covenant. Se- 
rina, an A.l. entity similar to Cortana from the Halo 
trilogy, narrates the game. She also helps players 
stay up to date on everything happening on the bat- 
tlefield. Like the bond between Master Chief and Cor- 
tana, Serina is the go-to girl when trouble arises. 


FPS TO RTS 


Before starting on actual production of Halo Wars, 
Ensemble Studios spent six month perfecting 
the controls. The obvious problem: The controls 
of real-time strategy games don’t translate well 
to a console. RTS games are complex in nature 
and there just aren’t enough buttons on a control- 
ler to micro manage all of the necessary actions. 


& Developer: Ensemble Studios 8 Publisher: Microsoft # Release Date: 2008 


Ensemble, however, found what they think is the 
most simplistic and best approach to playing Halo 
Wars on the Xbox 360. The entire game can be 
played through using only the left analog stick and 
the four face buttons: A, B, X and Y (though there 
are more advanced controls available. 

Selecting units is as simple as pressing the A 
button on a group of soldiers, double clicking the 
A button to select all units of that type onscreen, 
or holding down the A button for a circular “paint 
brush” selection tool. 


DRIVE TIMES 

Every unit and vehicle we know and love from 
Halo is in Halo Wars. Unlike the slow feel of most 
RTS games, every unit moves with pinpoint pre- 
cision to their Halo and Halo 2 counterparts. The 
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Warthog power-slides through waypoints and can 
ram ground units. The Banshee swoops in as if the 
Master Chief was flying it, and the Ghost boosts 
with tremendous speed and splatter potential. 

Just like in StarCraft, each type of unit is built 
to compliment a unit of the opposing race, and 
there is a hierarchy of unit strength. Squads of 
UNSC soldiers lose to Covenant squads of Grunts 
and Elites, but the latter fall to a Warthog. Wart- 
hogs lose to Banshees...so on and so forth. There 
are anti-air units for both races, too, such as the 
new UNSC Wolverine gunship. 

In our demo, a giant Covenant Scarab emerged 
from underground, screaming lasers across the re- 
maining UNSC units. In a matter of seconds noth- 
ing remained of the UNSC but burnt soldiers and 
demolished Scorpion tank bits. So what destroys 
a Scarab? Well, luckily for the UNSC, a massive 
omnipresent spaceship looms overhead that just 
so happens to be the viewport through which the 
game is played. A huge MAC Cannon strike was 
called in and bye, bye Scarab.—Tenacious Moses 


HALO GOES RTS 


mw Wars unearths the origins of the Halo universe. 


g All vehicles and soldiers are playable, making 
the game truly authentic to the Halo franchise. 


Be 


Want more Halo Wars screens 
and news online? 
Text x29t to 59479 
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The hit series premiere as you've never seen before! 
Jom the Hunt 
September 18 


“me 


PREVIEWS 


Don't call it the PS3’s Halo. Killzone 2 is establishing 
itself as the shooter to have on the PS3. 


KILLZONE 


t call it Sony's Halo. 


PS3 


s the release of Guerilla Games’ Killzone 
A 2, the sequel to 2004's cult-hit FPS, draws 

near, the first real-time gameplay is ex- 
posed at this year’s E3, revealing a game that’s 
not quite as polished as the controversial pre- 
rendered trailer from 2005, but still extremely vi- 
sually impressive. Without a doubt, Killzone 2’s 
graphics are exceptionally better than the other 
Killzone games to date, and if Guerilla continues 
at the rate they are going at, the PS3 will finally 
have its darker alternative to Halo 3. 


A NEW SOLDIER RISES 
In Killzone 2, players willagain engage the Hel- 
ghast war machine as an ISA soldier, but this 


rilla Game 


time around they will not be playing as Kill- 
zone series’ chief protagonist, Jan Templar. 
As Sev, a member of an elite Special Forces 
unit dubbed “Legion,” players will fight for 
the first time on Helghan, the home planet of 
your fascist gas-masked enemies. 

The game's events take place two years af- 
ter the attack on the ISA’s home planet, Vekta, 
where you will have to end the reign of Helghast 
tyrant, Emperor Visari, who was the bald dictator 
voiced by Brian Cox from the opening cinematic 
of original Killzone for PS2. You and your squad 
mates must work together to slaughter your way 
through Helghast warriors in order to get to Visari 
and then capture the ruthless leader. 


& Publisher: Sony @ Release Date: February 


HELLISH HELGHAN 

One of the most striking things about Killzone 
2 are the destructible environments—now 
when you fire into buildings and structures, 
chunks of concrete explode and objects chip 
and splinter as bullets realistically scar your 
surroundings. The harsh climate on the Hel- 
ghast’s home planet is also said to affect the 
player, giving you more to worry about on the 
battlefield than just enemy troops. We hope 
that the player can be obliterated by lightning 
during the violent storms we've seen in the 
game—either way, we're intrigued. 

Another interesting gameplay tidbit is ex- 
hibited towards the end of the new Killzone 
2 trailer, where a Helghast trooper’s head is 
turned into meatloaf via a shotgun blast in 
real-time—a level of gore unseen in previ- 
ous Killzone games. Due to the fact that play- 
ers will actually get to set foot on Helghan 
soil, a miserable place that makes the deso- 
late worlds of Killzone and Killzone: Libera- 
tion look like Disneyland, it’s probably safe 
to assume that more grisliness is on the way. 
—Long-Haired Offender 


Want more Killzone 2 screens 
and news online? 
Text p4r9 to 59479 








© 2007 Microsoft Corporation. All rights reserved. 


Todd McFarlane specially designed, Limited Edition wireless Spartan 
controller featuring Master Chief. And McFarlane Limited Edition 
wireless Covenant controller featuring a Brute Chief. Each offers critically 
BASED ON A GAME MATURE 17+ acclaimed 2.4 GHz RF wireless controller performance and includes an 
RATED BY THE exclusive collectible Halo” figurine from McFarlane Toys. Epic aCRESsOries 
for the epic new game. To make it even better, sign up for Xbox Live® 
Gold now, and play with your friends no matter where they are. 
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game you'll ever play, it’s also the most creative. 


Miyamoto walks us through Mario's weirdest and most creative adventure yet. 


SUPER MARIO GALAXY 











uper Mario Galaxy is being developed by the 
Tokyo-based Nintendo development team 
that crafted Donkey Kong Jungle Beat for 
the GameCube. According to famed game creator 
Shigeru Miyamoto, work began on the latest Mario 
game as soon as Jungle Beat was put to bed, and 
now the team has grown to more than 50 people. 
“Right now I’m heavily involved in the game 
design,” he says. “Because someone else is actu- 
ally directing development, in a sense, I’m even 
more involved than ever...much more so than 
with Mario 64.” 


GALACTIC GOALS 

Galaxy looks huge. Mario’s extraterrestrial adven- 
ture will traverse six areas of outer space through 
40 galaxies. Like previous Mario games, you'll be 
hunting down stars encased in all manner of puz- 
zles and mind-taxing challenges. In fact, 120 of the 
little shiny buggers will be out there. 








™ Developer and publisher: Nintendo & Release Daterpmovember 


Miyamoto’s demo of Super Mario Galaxy 
amounted to a tantalizing teaser, but he was able 
to demonstrate a couple of key features. Because 
the game takes place in outer space, its gravity 
system rules everything. Gravity, or the lack of 
it, occurs at a variety of levels. The outer space 
setting makes it possible for Mario to navigate 
his world in unusual ways. He'll spend most 
of the game being propelled through space to 
reach small planetoids, asteroids, metallic land- 
ing pads, and other celestial bodies floating 
through space. This is platform gaming blasted 
into orbit. 


WHAT GOEs Up? 

In space, Mario can walk completely around any 
space body. In fact, for some of Super Mario Gal- 
axy’s puzzles, Mario’s operates upside down. And 
in low gravity areas, he makes leaps that propel 
him half way around a world. 
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MARIO, SANS GRAVITY 


win outer space, Mario is presented with new 
types of gravity-based platforming challenges. 


= New two-player co-op mode for the game has 
been confirmed. 





Mario will tackle “gravity” puzzles, too. When 
he’s planet-side, he’ll sometimes navigate tunnel 
systems by either dropping down into them or 
“falling” up through them, depending on the rela- 
tive pull of gravity. 

Gravity stars are used to guide Mario as he 
floats in the zero-G of space. When Mario sails 
within proximity of a gravity star, you point the 
Wii Remote cursor at it to activate a sort of trac- 
tor beam that pulls him toward it. Depending 
on the relative position of the gravity stars, you 
can maneuver Mario around, under, and through 
various obstacles. 


SPACE RULES 
Miyamoto seemed particularly pleased in show- 
ing the two-player assist mode. At any time dur- 
ing the game, a second player can pick up a Wii 
Remote and help you out by pointing out alterna- 
tive routes through the level. 

Super Mario Galaxy also finds Mario dressed 
for success. In the playable demo, he explores a 
bee-world relatively sting-free by wearing a bee 
suit. Miyamoto says that Mario will don a Boo 
suit, too. But whatever way you dress him up, Ma- 
rio isn’t messing around: Super Mario Galaxy is 
ready to blast off.—Bro Buzz 
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Xbox 360 
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Developer: BioWare @ Publisher: Microsoft 
Release Date: November 


L ush tropical jungles and towering cliff sides 





dotted the alien beach, but Virmire has a dark 
secret: It holds the only antidote to the infec- 
tious alien race, Krogan. If the antidote were to get 
off Virmire, there would be nothing stopping the 
Krogan race from universal domination. 
Unfortunately for this particular mission, 
Shepard chose to bring along Wrex, a Krogan 
warrior. Of course, Shepard doesn’t find out about 
the antidote until after the mission begins, and the 
tension unfolds. This is a prime example of the 
moral dilemmas players will encounter in Mass 
Effect. So what do you do? Stick to the mission 
and destroy the antidote, possibly eliminating any 
chance to save the Krogan race? Or do you side 
with Wrex, who insists on keeping the antidote in 
safe hands? We won't spoil it, but the climatic de- 
cision is totally up to you.—Tenacious Moses 
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RESIDENT EVIL 5 


| Ps3 | Xbox 360 








Developer and Publisher: Nintendo 
Release Date: 2008 








idea from Nintendo, while others have 

derided it as another instance of the com- 
pany catering to the casual gamers while leav- 
ing the original fans in the dust. 

By far the most enjoyable minigame we 
played was Ski Jumping, which required us 
to mimic nearly all of the motions an Olympic 
jumper would go through. To start moving, you 
squat forwards while keeping your balance to 
gain momentum, stand up straight to leap and 
keep your balance to land successfully. It was 
pretty responsive and required a lot of strength 
and concentration to get a good distance—eas- 
ily the most competitive of all Wii Fit’s games, 
and its addictive simplicity brought to mind the 
minigames of Wii Sports.—DaveMayCry 


S ome have lauded Wii Fit as the next great 





| PS3 | Xbox 360 














Developer and Publisher: Capcom 
Release Date: 2008 





he new Resident Evil 5 footage shows us 
a dusty ghetto, most likely located in Haiti 
or Africa. Tin-roofed shacks, truck tires 
wedged into the dirt used as seats, deteriorating 
chain link fences, and live goats litter the streets. 
Strangely, the setting in RE5 is in the daytime, 
something we've rarely seen in past Resident 
Evil games. Is RES5 so frightening that the devel- 
opers don’t need to use nighttime or darkness as 
cheap devices to scare the player to death? We 
can only hope. 

There’s a high likelihood RE5’s story involves 
voodoo, a popular religion in Haiti and the birth- 
place of the zombie mythos. In the voodoo reli- 
gion, itis believed that a corpse can be reanimated 
by sorcerers who practice both black and white 
magic. While this is purely speculation, there is a 
strong possibility that RE5 will go back to the roots 
of zombie folklore.—Long-Haired Offender 
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Developer: Ubisoft Montreal # Publisher: Ubisoft 
Release Date: November 








ssassin’s Creed—part detective, part ac- 
A iors part free running game— 

finds strength in choice. No two players 
are likely to complete a given task in the same 
way. One might choose to climb up the side of a 
building to reach a target, while another might di- 
rectly assault guards; all that matters is the tar- 
get is reached and eliminated. During the game’s 
staged cutscenes, a white light flashes, prompting 
the player to push different buttons on the con- 
troller to change camera angles for extra-juicy 
story details, making the game feel cinematic. 

If there’s a flaw at the moment, it is overwhelm- 
ing freedom. There are so many places to go and 
things to interact with that, at times, it’s hard to 
complete a desired action. Sometimes we wanted 
to run across the ledge of a building, but instead 
ended up scaling the wall and getting annoyingly 
stuck.—PapaFrog 
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NBA ’08 





Release Date: September 


ant a little RPG in your NBA? This year, 
Wee ‘08 lets you create your own char- 

acter to earn experience and points that 
you can use to buy attributes/gear to improve 
your character's performance. 

Need some new threads? No sweat—you'll be 
able to unlock new NBA jerseys. Even courts and 
in-game cinematics can be opened up throughout 
your player’s b-ball journey. Plus, you can take your 
new baller online to challenge other players. Still 
pending: A referee betting scandal simulation. 

New animations include the bullet pass, lob 
pass, and bounce pass. Between the legs/behind 
the back dribbles are in, and you can also use Six- 
axis to defend high and low by raising the control- 
ler up or down. NBA Replay mode is back to re-live 
great moments from last year’s season, like Ko- 
be’s 50-point barrage. I’m sold.—Mr. Marbles 
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GODS & HEROES: 
ROME RISING 








Developer: Perpetual 8 Publisher: Sony Online 
Release Date: September 


reek mythology is a familiar theme of late, 
G* Gods & Heroes: Rome Rising is using 
it in a new way: in an MMO. However, the 
strategic squad-based combat system is one of 
its most intriguing, differentiating features. 
Throughout the world are minions for play- 
ers to acquire. Minions equal customization; 
back in your camp you'll be able to house and 
outfit all 130 unique guys, but even at the highest 
levels you’re only allowed to take four with you, 
so the idea is to pick and level minions that serve 
your purposes best. Having a healer is always 
good, but other helpers can stack and enhance 
the buffs or debuffs you’re throwing out. 
Assuming all goes well, we’re told to expect 
Egyptian, Barbarian, and even Chinese expan- 
sions, including contested territory.—EmaWi 
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GOD OF WAR: 
CHAINS OF OLYMPUS 








Studios 
Early 2008 


a Developer Ready at fan 
@ Publisher: Sony th pens se 2 Date: f 


e were bhaptical about Chains afOlmpua: 
Wine God of War for the PSP has a lot to 

live up to. With the PSP competing against 
the booming DS, an awesome God of War action 
game is just what the Sony doctor ordered. But could 
it possibly be as good as the console games? 

The answer is a semi-confident “yes.” | was 
seriously impressed at how close Chains of Olym- 
pus feels to the console versions of God of War. 
Kratos’ attacks are as furious as ever, almost em- 
ulated exactly from the PS2. The demo | played 
was short, but gave an ample amount of insight 
into what the final game is going to be like. All the 
same types of combat maneuvers are there, in- 
cluding some new attacks and combos. 


THE LEGEND OF 
ZELDA: PHANTOM 
HOURGLASS | 


# a Doveloner aid Publisher: Nintendo 
a Release Date: ; October 


oO, your eyes aren't deceiving you; it’s 
N Phantom Hourglass time again. We sim- 

ply had to tell you about how cool the up- 
coming The Legend of Zelda: Phantom Hourglass 
looks on DS. So here we go! 

Whereas Twilight Princess seemed to assign 
extraneous activities to motion control, just about 
every action in Phantom Hourglass makes inge- 
nious use of the touch screen. The only instance 
of button use in the demo was to toggle the map 
from the top screen to the bottom, where you can 
mark it using the touch screen. Dragging the sty- 
lus to the side of the screen moves Link, which 








We should have known that this game would 
hold up. It’s being developed by Ready at Dawn, 
the same studio that did amazing work bringing 
Daxter on the PSP. After engaging in some nor- 
mal God of War-style fighting, a beastly-like two- 
legged creature busts through the door. And 
when you think it’s time to fight him, a larger 
dragon beastie gobbles him right up. So, the bat- 
tle quickly becomes bigger. 

This mini-boss battle isn’t too tough. Once you 
beat fire-breathing creature down sufficiently, it'll 
trigger the all-familiar finishing-move mini-game 
where timed button pressed will ensure Kratos’ 
gory victory. After that, it’s onto some beach battles 


worked far better than | expected, as | was able to 
traverse across bridges and around the village as 
easily as in any other Zelda title. 

The combat is also easy to grasp, with verti- 
cal and horizontal stylus strokes corresponding 
to sword swipes and stabs. The powerful spin at- 
tack, which was made a tad too easy to pull off in 
Twilight Princess, requires a welcome bit of effort 
once again—you have to draw a circle around the 
enemy in order to pull it off. 
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with intriguing characters.” 
—Booklist, starred review 
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that make for some nice carnage before the demo 
ends. Personally, | can’t wait to see the game run- 
ning on a TV with the new PSP’s video outputting 
feature. It'll be all the rage. 
—Mr. Marbles 




















While the demo may not have broken new 
ground in terms of style or story, the control 
scheme is new and exciting in ways that even Twi- 
light Princess couldn’t match. With an intriguing 
multiplayer mode to boot, Phantom Hourglass 
could be my key to Zelda relapse.—DaveMayCry 
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Only the biggest games 
make GamePro’s monthly 
spastic info dump 


overload! A sumo slam 
of combat details and first gameplay footage came 
directly out of Tokyo during Metal Gear's 20th an- 
niversary party. lf there was ever atime! wish! was 
slurping udon noodles in Japan...the highlights: 
confirmed online and Snake’s electrified knife. 
Yes! Meanwhile, Sony’s electric moment out of 
E3 was the first extensive in-game showing of 
, along, impressive gameplay sequence 


Assassin's Creed 
+ 


that proved the PS3 will have a FPS to compete 
with the likes of Halo 3...though Killzone, as a se- 
ries, still has a lot to prove. 

doesn’t have to prove anything to anyone...well, 
except millions of gamers who are waiting for 
Rockstar to define the “next-gen sandbox” expe- 
rience. The bad news is that you won't be getting 
your hands on it until next April. By then, Z| 

will have been out for months, and you'll probably 
have plowed through the single-player campaign 
more than once, with graphics vastly better than 
its multiplayer mode. What else is new? Brutes 
and Grunts are fiercer, and the jungle presentation 





lid 4 


48 // Oct 2007 // GAMEPRO.COM 








— 


Rock Band 
is vastly more impressive than Halo 2’s single- 
player mode. Much to our relief, online four-player 
cooperative play has finally been confirmed. Eq 

, of course, won't have co-op 
functionality, but it will have an interesting two- 
player assist mode where a second player can 
jump in and help point out alternative routes for 
Mario. Confused? So are we. But we’re giving 
Miyamoto the benefit of the doubt on this one. 


6 | was playable at E3, but there 
was a distinct underwhelming feeling in the air. 
Easily one of the most hyped games of the year, 
Assassin's Creed has so much to live up to that it’s 
almost impossible for it to meet its mega-hype. 
So far it looks like the new Prince 
of Persia with more advanced 
combat; nothing mind-blowing. 
On the other hand, 

is blowing ev- 
eryone’s minds clear out of their 
heads. After a disappointing third 
showing, original developer Infin- 
ity Ward is back on the case, and 
this time it’s a modern affair. With 
some of the most creative weap- 
ons in a video-game shooter yet, 
not to mention some of the cool- 
est stealth sequences that even 
best Splinter Cell at its own game, 








this is one advanced piece of software. Hopefully, 
like us, you got in on the multiplayer beta. If not, 
tough cookies. The award for coolest underwater 
shooter has to go to KE] . Okay, so maybe 
it’s the only underwater shooter out there, but we 
still think it’s especially cool (for our full evalua- 
tion, please see “Reviews,” this issue). If the plane 
crash of Lost had landed the survivors in a myste- 
rious underwater city, you’d have BioShock. Cool 
weapon upgrades called Plasmids allow you to do 
things from teleporting to firing bolts of electricity 
to controlling robots and setting off cyclone traps. 
But if you really want to know what we're craving 
this month, it’s EJ d. If there was ever 
a chance to live out your over-inflated egotistical 
rock dream, this is it. Guitar, bass, drums and vo- 
cals? As Mr. Griffin would say, “Freakin’ Sweet!” 
—Mr. Marbles 
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Game experience may 
ange during online play. 
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PEI AUREL SETS 


6 rs ie) It’s early but Star Junction, Liberty City’s homage to 
. A.M. New York's Times Square, is a bustling sea of visual and 


aural stimuli. Niko peers around, takes in the dazzling lights and towering 
billboards; there’s one for Shark Credit Cards, another for Pirate Music and 
one for “The Whiz,” Liberty City’s cell phone brand of choice. The constant 
ivolaldiave pro) mor] auacoldatcur-lavemelgenuilaremciale|ialctow-lctct-101 em alloMctele-m-1ale mi gateL <clcm alts) 
head hurt. 

What Niko needs is sleep. But he’s got a job to do, so he grabs a bite to eat 
instead. He visits a nearby hot dog stand and the quick meal not only clears 
his head but also increases his health just enough for the rough morning 
el alc¥-le Ma AMO PAVAVAM NIL Colm c-YolonViclacm al-t-lidaMmurnagmcolocem-laremoldial conn\-\icmelolelel e)i-) 
to the floating “hearts” of Grand Theft Auto games past. 

Back to the mission at hand. See, Niko’s got himself a problem. A cop by 
atom ar-lantcMel MU Oigcr-lataccmelele mel om-MiiadtcmellamolaMallasm-lnrem com <-l-lomia(-Merolgaulols 
(oXo) oMoLUIT-lem NII comme ol Lare Com are\ om Comolon eli pa-Mmt-\Ze) mal u(McneLolialem con e-].<-Mcxolpnicle] al-) 
out, a lawyer by the name of Goldberg, who constitutes one third of the law 
firm Goldberg, Ligner and Shyster. 

Niko pulls his Whiz out of his pocket and dials up McCreary, who pro- 
vides him the details about the job. In GTAIV, Niko initiates the action from 
ialesKerclim elareyarcmant-Y-lallave meaicm s)t-\VclmelanUctceial-Me)(o)@lal-iccl-le Ko) Mol-liarepi-lek-laelblare| 
as in previous GTA games. If Niko’s going to off Goldberg, he'll need some 
firepower. But it isn’t like the old days, when you could just stroll into an 
PNaalanleeant-idcelam-invem ol(o. aul ole Mol (-letcmUttavolelm tarcMoi (ole @c-Yom allel pial-m-1) dl ale MV Zel] 
for your name. In fact, the famed gun store doesn’t even exist in the universe 
of Grand Theft Auto IV, so Niko has to be creative and find other ways to ac- 
quire weapons. Good thing he knows the right people. 

Niko thumbs the keypad on his Whiz and rings up his contact, Little Ja- 
(oro) oMMUYaTOMEMUVII ave mComctelUl] oM eliantenn(olmr-M ola (etm Mal-\’ar-le[e-\-Molam-Maatcl-1iaren o)[-ler-) 
in Rotterdam Hill. Niko sets off for the meet on foot. The sun is finally rising 
in the sky as he makes way down the bustling sidewalks of Liberty City. He 
passes a newspaper stand as an LCPD car cruises by in the street, while the 
hum of a PCJ motorcycle follows closely after. 


CONTINUED > 








HEADS-UP DISPLAY 


Oroya ny or-1a-re Mm Comel- lam Vale(a-1-|-yam CH PAV AVM alcr-lel-ol0] omeli-ye)t- Va Maalialiaar-lifcis 


to its core. Aside from the standard mini-map and a low-key cash 
counter, the clean new onscreen display makes GTAIV more 
Taalaatcle-ihVcPr-lienwaiarem ale olf NZclm COMULS-M [alae t(olamecldal-lmcar-lameelarie-lalt 
folarsveigcioiamelelier-lalece 
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“I've gotta move up state,” a passer-by mutters. An- 
other pedestrian brushes close to Niko, and he instinctively 
nudges him away, passing by shivering bums and chain- 
smoking punks who group in nearby doorways. Niko ar- 
rives at Rotterdam Hill and hangs a left past a pizza joint, 
then down a narrow alley where he sees Little Jacob lean- 
ing against a banged-up sedan. Unlike past GTA’s where 
weaponry was available in the most unlikely of places—a 
rocket launcher conveniently floating next to a swimming 
pool, say—GTAIV requires Niko to visit seedy locales like al- 
leys and basements to get armed. Back in the alley, Jacob 
pops the trunk of his car and reveals a stockpile of illegal 
weapons: a 9mm pistol, a micro SMG, and a shotgun are 
neatly laid out inside. Upon closer examination, what ap- 
< 5 pears to be a rocket launcher is strapped to the underside 
Full metal jacket: Confirmed weapons so far include a 9mm pistol, a shotgun, a of the hatch. Niko settles on the ghetto favorite—a $9 mil- 
submachine gun, and the AK-47 lookalike shown here. Rockstar reps also confirmed lion—paying Jacob with cash. 
that the rocket launcher will return—woo-hoo! “This s*** is bananas!” yells a flustered women from 

her car. Odd. 
Re Sufficiently strapped, and a bit lighter in the wallet, Niko 
I whistles to hail a passing cab, He slides into the musty seat 
| and gives the driver his destination. 

The cab pulls into traffic and heads for an internet café 
that’s a few miles away; a real-time fare meter appears on 
the cab’s dashboard and begins to tally the toll. En route, 
Niko ponders his options for whacking the lawyer. He needs 
to get close enough to Goldberg to execute the hit, but he 
can’t just waltz into the offices and start shooting...if he’s 
going to survive his assignment, that is. He decides to sub- 
vert his way into the office by getting himself a job inter- 
view at the firm. Of course, like any respectable applicant, 
he'll need to submit a résumé and wear his snazziest duds 
for the interview. 

As the cab motors along, the camera begins to pan 
around the car, offering up a seemingly infinite array of 
stylish camera angles—wheel-level angles, driver's door 
angles, and a wide view that shows the cab creeping down 
the crowded street. Booming radio music (courtesy of a 
well-known classic act we can’t yet name) pumps from the 
taxi’s stereo system, lending the otherwise mundane trip a 
distinctly cinematic look and feel. But the luxury of being 
chauffeured around isn’t the only appeal. Jacking a car can 
be a time-consuming process, so it’s often easier and safer 
to hail a cab, Plus, Trip Skip is back, so if you want to hurry 
Niko off to a mission, a cab could be your best bet. 

During the real-time cab ride through Liberty City’s 
filth-encrusted streets, it’s hard not to notice that GTAIV 
is, visually, a quantum leap over its predecessors. Every- 
thing in the city is almost overwhelmingly detailed. That 


















Death drives a sedan: In a key departure from San Andreas, Niko is already an 
accomplished fighter. That means you won't need to upgrade his weapon skills—you 
can start inflicting major damage right away. 


You’ vE GoT Malt! 


GTAIV hosts its very own internet, accessible from 
cyber cafes and coffee houses. And it’s not just for 
show. The web allows Niko to send and receive important 
information, as well as conduct research, and is presented 
in a highly familiar interface. 


MOMENTS IN 
GTA HIsTory! 





little green guy who graces crosswalk signs looks crisp and clear, visible 
from even inside the cab. The camera shifts to an outside view of the driver's 
side of the cab; every letter of the fare costs on the taxi’s door is perfectly leg- 
Ho) {-Him Mal om tcmaremanlinvel me] a-l el allermel ofe|e-(o(cvm olela-m-y¢-]ataice)pateciog-]coamc-lealale) (ole) es 
(or-] m-Lorero) any ol ital aat-ialemexele] act) Ve) mn (ole) <-)t-1m-M tC] o-Jale alc 

The cab pulls up at the Internet café, snarkily named Tw@, and Niko steps 
(oye) ei MatcMer-} om oLUlite-)UYr-h fm ct- Ndi aren olclalinvem-Beg-limelm-jaalelem-laemanlely (om NIL Cem Z-ILe 
falco tat-Merclicee-larem (ele tMolelcom anim Ui-lont-MUielg dialemiarrer-lanl-malclau cold a tit: Mom ere Na es 
gated just like the real internet). He gives his “resumé” a quick once-over be- 
biolacMal-Meyol(oy-Yolomim com Glo) (el oligo pm Mielatclat-laleme) aniZsyccl acm 7-] oti cMa NTL Comma cle] alc) 
foxol al tcliar-velgalcm-lenelyiateme(-it-l](teoa elm al-it-lareicvmaltcm ale) olel(ctomit-acclom-l-e-)avele) diate] 
and boxing—but we're told the text is placeholder for now. Even if the text is 
bogus, it may give us a tiny insight into Niko’s mysterious background. Just 
who is this guy? And why is this European immigrant so proficient in the 
ways of war? GTAIV’s storyline will undoubtedly answer many of these ques- 
biel atcom oll m col males WAMniUcM |Mar-\VcmcComiZ-limUlalelm-yolal ale Rolayaelorem Com flare mole a 

Back to the mission at hand. With his fake resume in place, Niko leaves 
the internet cafe and crosses the street, passing a sundries shop. A San- 
(ola-yal oll ccc} CM Lam animal clacton Celammi ccm (ala Nacciareligicm olelaaiarem il <cm-mer-) merce le lala al 
an overturned garbage can. Street signs are clearly visible and, for the first 
time in the history of the GTA series, each and every street in Liberty City 
laFelom-lame-(ovel0 | e-} (dm ar-laatcemre) (palitcla hAmca cla am lel Col lave mr-lare mm (oler-id(elam iam cat-mer-lnatcl 
Eli Yom at-tom- We ol ge) ol-lemalelanl ol-laclomr-le(el acti Com anr-icol ppm acm [Uta lave)ial-lm-><-anle) (Me) i 
Rockstar North's slavish devotion to real-world detail, even in the seedy, fic- 
tional world of Liberty City. 

It's time to check in with McCreary. Niko dials and explains the situa- 
tion. Moments later, the law firm’s receptionist, Karen, calls and schedules 
Niko for an interview at Goldberg, Ligner and Shyster. The appointment, 
which doesn’t take place until several days later, is automatically added to 
the Whiz’s organizer. (Note: Niko didn’t have to pick up his phone. He could 
LatchZcmle falelacle ml G-1aclam-lare mete) atcm-| ofele) an ar-)\V/cl mm alm 0) (ct-l-1-10 al Malla ale) Van Gale) 
rolec\Vicimexolal ace) t-mantomer-lanicmom el gele| act 16] a) B 
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Lethal weapon: Niko can duck behind cover to catch a quick breather, 
then blast back with a new blind-fire option. It’s part of a massive combat 
ohVclgarelUl mM tar-]@-javelel(eMaat-1.<oM tallomtalcmct-l-1[-1-] a CM PAWer-lpalom Comore) al ige) BVZ-1 
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mW Alatemiatee Bloleleyn 

GTAIII 

Because the helicopter didn’t appear until Vice City, cruising high in 
the Dodo was probably your first time exploring a GTA game from a 
birds-eye view. Flying the Dodo wasn't easy...because it was never 
FYoucUr-li NVA an cclare[-Lo Mm CoM ol- Wa ilesuiatim Colt Mocoll (oft ilate MecatcMcyant-]| Mol t-lalcme-y 
Francis International Airport in Shoreside Vale, but getting it off the 
ground, as well as keeping it in the air, was a tricky procedure. Once 
you get the hang of it, there’s nothing like zipping between Liberty 
City’s three islands for a jit 


5 Project Mayhem 
Vice City sui 

“G-Spotlight” is probably the single most enjoyable mission 
Tam Alero CLLAV-VaLeM-Iae[UT-1o)) a ini-m ot) aUl\-Mo) Ma alelcolgenZel(-touia) 
the game. Gettiny to the spotlight requires successfully 
(orolaaloliciilare m-moicial-smolmanvolxolcon\oi(oM Ulan olsmicolaamelal-molelireitare| 
to another inside of seven minutes. You'll probably plant 
face to roofing tar more than a couple times, but who 
could ask for a better payoff than an advertisement for 
Candy Suxxx draped across askyscraper? 
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THE BLACKMAIL 
There’s no time to rest, however: Niko has to get back into a cab and meet 
McCreary at Castle Gardens, GTAIV’s version of the South Street Seaport. 
Castle Gardens is populated with various pedestrians: A women holding a 
grocery bag, street urchins smoking cigarettes, a power-exec barking impa- 
tiently into a cell phone. Niko spots McCreary waiting for him by the water- 
front. Cue one of GTA’s famous cutscenes: 

“Were you followed?” asks McCreary. 

“Hey. Strange seeing you here, Officer McCreary,” replies Niko 
sarcastically. 

“| told you to come here, f****n’ maggot!” McCreary is not a fan of 
sarcasm. 

“You did? Why?” 

“| know about you,” says McCreary. 

“Know what?” Niko asks with faux-innocence. 

“| know enough, boy,” McCreary spouts. 

“What do you know, boy?” 





Can you hear me now: In some missions, your 
cell phone will be your most valuable tool. 


OPM E EIS» 
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3 Concrete Chemical Toilet 
San Andreas 
How do you do away with a crooked construction 
worker? Try whacking him with his own heavy 
machinery for a dose of poetic justice. For 
the coup de grace of this memorable San 
PNatela-y-Kam pal (s-1(el sam cele ime [-1mm Colm olUl fe loy4c Wm dal- Wm (olU (oe 
mouth foreman—who is still squatting inside a 
ae] acy olan veel [alco Malct-lae) mae) (-Mr-lalemtal-lamilimiaia 
with liquid concrete. 
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EVERYONE LOVEs GPS! 
Too lazy to learn your way around Liberty City? No problem. On the 
map, a GPS system provides the path to your next location, currently 
represented by an easy-to-follow yellow line (Rockstar reps warned 
this may change for the final version). But real GTA players navigate 
Teelelarem talcmell Vm o\Va-b4e) (elec) Colam-lare Maalclanle)avam sill @al-\VAnl acRerele) MUVTCAMUIM 
you rely on GPS, Grandma. 









[At this point, McCreary launches into a detailed description of Niko’s 
seedy past. Rockstar reps turned off the sound so as not to spoil the surprise... 
but judging by the length of the exchange, it’s clear that Niko’s no choir boy,.] 

“You ain’t no saint, boy!” McCreary says, with blackmail on his mind. 

“| don’t know what you're talking about, chief.” Niko’s obviously been 
dure ha Taremalicmciar-la ava Vaalclal orc] amore) gas) of Tel. <om 

“You think this is a town that can keep a secret?” 

“| really don’t know what you're talking about,” Niko offers, still 
felE-Walare melelani on 

“Yeah you do. You know that a man’s gotta’ do what a man’s gotta’ do. That 
people ain't perfect...that life is a mess.” McCreary’s tone is a bit more urgent. 

“Sure, everybody knows that,” Niko says. 

melomen ole M (ole) aeleh mio] mi an-Wr-lavem Melo aimal (ole) well] a (ol mYZelU lm Gale wVANar-l all an\-t-\at au 

“| think so.” 

McCreary now gives Niko a new assignment. The paranoid cop suspects 
that a political enemy is trying to blackmail him. He’s set up a meeting with 
date olf-lel.dparelitclmr-lavemarcuom (ct-hVaiare mi atom Nil com Com diate RelUy an Zaon ateMicw-)ate Pal\7-1| Piet) 4 
questions later. 

NIL CoM1-} ee) a ler-] la Meola miele) Oa nl t-Maal-1a @lce-Volal-vel0](-YoRCok-><elar-lave--Maat-lato] avg 
F) tot aexolaieclialinre molnalcmiareiaiaaliar-ielave Mm elare) Colomalct-ige) om catcMaal-Y-qelavem olor Micmaa is) 
Humbolt River off Silicon St. There’s a viewpoint there where Niko can get an 
overhead view of the blackmailer, but unfortunately, he doesn’t know what 
tali-we Leh a oxo) «Hil <-em Marclaipatct-lalm il oMcMe loli elem col at-hVcM Colel-} aol gct-1ehVcn 
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Taking out the Trash 

Vice City 
The final confrontation with Sonny is as intense for its dialogue as 
for its action, with your former boss telling you that your 15 years in 
prison were “his to spend.” If you’re lucky, you had a rocket launcher 
on hand to spread Sonny up and down the street like so much straw- 
berry jam. The final scene with Ken Rosenberg is the perfect capper: 
“You know, Ken, | think this could be the beginning of a beautiful 
business relationship. After all, you're a conniving back-stabbing 
seks oli tall) mele Maal Mere] avd (ei (orem of-\VZol ato) t(o 4] i(clm-lave me late pre (-T-](-1 aha 





THE POWER oF 


GUNDAM. 








Overcome impossible odds as you pilot : ats, 
the most powerful weapon ever created: » ; ¢ We iY we 
ro Nie 3h 


the fearsome Mobile Suit. Experience 
the epic, cinematic, lightning-fast 
gameplay of Oynasty Warriors as you 
lead your troops to victory in the rich, 
futuristic battlegrounds of the 
legendary Gundam universe. 





Pilat agile, heavily armored Mabile Suits - 


Strategically strengthen your skills, Play as your favorite heroes ~ of villains 
power and abilities with upgrades, ~ across the Gundam universe, from the optimized for shart range combat with melee 
both for Mobile Suits and pilots. Universal Century to the Future Century. attacks and a wide array of weapons. 
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Man of steel: Niko can grab onto passing vehicles to get a free ride... 
Uprelerepamerelaniaccre ih amcTOla bom ale (ot-melaemerelci(c1m Catela me) alc) eo 


Niko passes the Statue of Happiness (the local Statue of Liberty knock- 
off), hops in a cab, and reaches the designated meeting spot. Niko gets a text 
message from McCreary with the mark’s cell phone number. Niko quickly 
dials, hoping that the mark will answer and give himself away. The ruse 
works— below, a man fumbles for his phone and answers. Peek-a-boo, | see 
you! Niko’s found his target. 

im (omUTccdielalcmalicme) ol erelatcwm mel amsiarelel ie marcmarclavel(omcalicecii cere) clelararey aleyey (em a els) 
olits) Cau Lev CaicLacM- Malem tiantcm Com catial Cui] Com relL CMUlom Com talc patcla omelellcmelt) a alts 
9mm, and puts two bullets into the mark’s head. He grabs the implicating 
memory stick and tucks it safely away. 

BA emu cen) Clem) Clecmile lpr ame) om (alomcielacstaMii ccm ifelucscmelelinre Melamia Mm (aicMaliclal a 
Niko knows he's about to become very popular with the authorities, so he 
darts up a nearby staircase and out into the bustling street. As he runs, his 
aaTon canon Melel Mileiiem-laemarclcele-l pune) @eniomcicehacclertcclomclaliaareit(elarmige)nam elicts 
vious games. Frankly, the realism is a little unnerving, as Niko leans into 
iulgalcwearem ocelelalecrcmalicmalcrclemGuitame\ cla alia le (ce 


WANTED LEVEL, RE-IMAGINED 


So long, police bribes! In GTAIV, a new “search radius” appears on 
the mini-map when Niko earns a Wanted Level. To lose the cops, Niko 
has to stay outside the radius...which, not so conveniently, grows 
ever-larger as his Wanted Level climbs. When you're on the lamb, 
nearby cops will spot you using a “line of sight” artificial intelligence 
technique that simulates the eyes and ears of a real person. 
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Mean streets: GamePro can confirm that the Sanchez dirt bike and 
the PCJ speed bike both return from San Andreas. Will stunt jumps 
return? It’s too early to say for certain, but it seems like a safe bet. 


tae eet é 8 


It doesn’t take long for the cops to catch up to him. They open fire, send- 
Tale meleli(caeMuunireaiare mex tail comcmarct-le mm oliavelialemelamarcraige) min: jallencyle latent] Com 
in a bad spot and he needs a vehicle, any vehicle, fast. He smashes the win- 
(elo) me) m-Mal-r-1go) mers] arelavem ole) ol-minteme ole] me) elclam a (cm itianle) (scm aiiamtalsmers] mom 
ing and 1...2...3 seconds later, the engine roars to life. Niko has to shake the 
cops, but the new Wanted Level system isn’t going to make that task easy. 
Without a Pay-N-Spray in sight, he’s going to have to do it the old-fashioned 
way—a high-speed chase through crowded streets. 

The officers of the Liberty City Police Department are no longer push- 
overs. If anything, they're dogged and tenacious. A sphere-shaped search 
radius appears on Niko’s mini-map, which represents the zone in which the 
cops will continually pursue Niko while he has an active wanted level. The 
aarelacmalciinrelerminiomeigiantcmmanrome)lerel-lacatomecrelielcnm @lalercu i] col lecicicmealomere) o\welare | 
exits the zone, his Wanted Level returns to normal. The trouble is, officers 
will radio other nearby cops if they spot you; this is all based on line of sight, 
which means Niko has to avoid the cop icons that crowd his radar, Stationary 
dots on the radar are cops on foot. Dots with swirls around them are cops in 
cars. Like the chase scene from Heat, this tense getaway is a constant game 
fo) Mere) w-lave Manlele lon 

But Niko catches a break: A few sharp turns, a creative shortcut or two, 
Yavem aicMore) olcwclacwemeliseclalamenrciantela van a dalcvamcalMeverals) micwel (ctl mm Ti com ach ctl aalsmaate 
memory stick to a relieved Officer McCreary. 

NIUISauialTaMi a (ele) cull cmaloMpavielny wel-Wele)(-m comer} cela mcact-\ em Maa roleli(cMactaniiale (cis 
alerts Niko that it’s time for his job interview. He’s going to need a suit. 
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Tenpenny Street Opera 

San Andreas 

Polaski’s foul-mouthed final words were just the warm-up for this action-packed finale. Officer 
Tenpenny conveniently shows up the minute you put Big Smoke out of his bloated misery, 
loads up a suitcase with stolen cash, and triggers a massive explosion. The pothead policeman 
escapes on a fire truck, and Sweet makes an ill-advised grab for the trailing ladder at the 
> last minute. From that point on, it’s a high-speed chase across highways and parking lots. 
Bele: ZolU mn col ger-muK<ia] ola an Aelam-1ame) Z<18 oy-1s-PmZ0lU | el-) mi com e-1 <c- Mal ler-Melel-t-M (ole) @-) miat-Me)aile-1 aes 
‘ dead-as-dead-gets corpse. Sure, the whole spectacle takes place along a fixed route, but 
4 it's still the most roll diarem=iareliaem-1mcem-MCle-lalemMal-vaw@-\eicolel-lnnicm 
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THE INTERVIEW 

Niko knows that he can’t walk into the fancy offices of Goldberg, Ligner and 
Shyster wearing a stained track suit. That job interview is his ticket into the 
building and he’s got to look the part. He heads over to Perseus, Liberty 
Or) atae-aey o-erc] (Melo) Caliare Bs colgcmm Come (cla diaccre melt] om Malclach-la-Mulene lolol ivaat-liceu| ihe) 
ridiculous clothes in GTAIV as there were in San Andreas. Clothing in GTAIV 
iKMerer-} colanir4-le)icym oleh ar-l ive muct-licy tome NIL comm oleh YZ-¥e Mel plofere)f-jcchrorel (olecle mel) wr-late} 
matching shoes: the perfect disguise. He pays for the clothes—over $2000— 
FVavemelelct-molUle-d(e(omiValclgcm atom atcli (cic Mer-] of 

The offices of Goldberg, Ligner and Shyster are located in an oppressive- 
looking corporate tower. Niko goes to the front door and is buzzed in by 
Karen, who escorts him up to Goldberg's office. There’s no loading screen as 
the action moves from the street indoors—the scene transitions seamlessly. 

Inside Goldberg's office, Niko takes a seat across from the man himself. 
Karen sees herself out and politely closes the door. Niko’s in and he’s free to 
Aat-le. a Clolie]el-ige Mm s1elmiaric-t-lePmat-M (cic Clo) (el el-1ge MZ.) oMelam- Mell em it) lalate B-lom tals) 
lawyer yammers on and on about Niko’s resumé and how he wants a man 
Atar-)@er- Lame l-1ar- fe) eme lela Male lal em omit cclalcm oll) malcMMel-1adlareMinaley-lel-lal mm Cle) (ep 
Lol-1ne MMe) amolale-We-1n) Melam-|olelU| mdal-Wme(-Yor-) Man am Yolel[<1 AV 

doi (oS-1-} beam Lo} (e] oll ge) ae) 0] «fa C1-) alae Me) manic We (-Yor-\\a i 

Niko pulls out his gun. It’s time to end this. 

“Whoa, whoa!” Goldberg says. “Hold on a second there, friend. We're 
lawyers...we don’t need guns. Guns don’t kill people, video games do.” 
nia Famous last words. 

aera i envy wearoiese me y " Niko waits until Goldberg stands up. He’s next to the window. Niko pulls 
4 panora Miceli: ... i " Re . Uh _ the trigger. Bang! The bullet drives Goldberg through the glass and down 
Sg , ' onto the sidewalk below. Splat! 





Life in the fast lane: The new Liberty City looks absurdly detailed, but 

you only get the full effect while playing the game. From the realis- 

idem Ife ]aleinrem Com tarcminrelcrell el ha liicealL com elcte(ctoitar-latcwm Cl e-lale mm Malclaae-\Ulcom hia 
' raises the next-gen bar to soaring new heights. 
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In previous Grand Theft Auto games, a locked car would stop you in | & 
our tracks. Now, with Niko’s skills, no locked car is safe. A suspenseful 
animation shows Niko smashing the driver's side window, popping the 
KoXel omr-avemeilianleliare Minti(e(-micolm-mel el (ela alelenn ii come) oMm Mal-Mor-] col aMicMeat-] ace)aat:) 
cars (particularly exotic cars), will take longer to boost. And when the 
LCPD is hot on your trail, time is something you just can’t waste. 
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® “a You won't be seeing Niko’s face unil next spring. 
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Turns out that assassinating Goldberg was good for three stars on the 
WVEcTal core mantci<ciemm May-) acm of-lem-lalele le] apm elei mnat-l diate Mant-lacclecm elem cm Unlcmicleim date] t 
Niko’s trapped. He’s not out on the street, but inside a building that’s patrolled 
by a horde of private security guards. He creeps out of Goldberg's office and 
silently stalks towards the exit. In the corridor ahead, he sees some guards 
scrambling for firing positions. It’s game time! With his pistol drawn, Niko takes 
(oxo )Vi-1mm oX-1aliave me Mmatcr-1g 0) aelicy-laliare mer-iaur-lavemole-(er-tomallaatsic) ime] m@r-m are A malelelcolele 
The cover system borrows elements of Gears of War and Rainbow Six: Vegas— 
iT ecm oy-] a ey ar- Mere) anye)(-)¢cMeorelanley-lacclialicialslelamiolmCnP-UM ANIL Com oliatecailnetoMe) /-1 am talc) 
cart and takes one guard down, but several more still block Niko’s path. 

Niko takes careful aim—using a Resident Evil 4-style over-the-shoulder 
camera angle—and more guards fall. He clips one nearby guard in the leg, 


who tumbles down the stairs and falls still and silent. Several bullets later, 
the path to the exit is clear. Niko carefully maneuvers outside the building... 
itavelerelamiacaiaatanicrelt-iccih me) oh alelel-meat-lmalcMom(cr-]e) mole] aol mentcmiavalavem oy-lam- laren ial ce) 
reel olce| Nay elacr-lel late mil comm Ove) ox-eNN\-lannm-leelelaremaatom lel iceliare muni (cw-marciivere) el cele 
circles ominously overhead. Niko darts across the street to a bus stop but 
that offers little cover. He made it outside, but he’s still trapped. 

NIL come fal okcmaliManlesscie-]elnameiarel-ie ele) UclacXem o)f-\co)m-lalemig-(elc\-e-milelaavme) mele late 
ATR ALGAM Calc exe) oleae le lane] erave(ctom-lavemelelcelOialnt-le mm iL comcji0 Ina] om com eal-Melnelel ale p 
dead, in one of the most epic, intense, and eerily realistic shootouts in Grand 
Theft Auto history. And just like that, Niko’s stay in Liberty City comes to a 
gruesome and untimely end. But for new-gen gamers, Niko’s death repre- 
Yoda) ccm aalem elle iano menmcyelpatcycaiiare manlecovam ollelet-lm ‘ 


5 REASONS GRAND THEFT AUTO IV was DELAYED 


While we may never completely know, there are plenty of theories as to why 
GTAIV was pushed back until spring of 2008. Here are the five best guesses. 


I 


PS3 Mishaps 

When GTAIV was officially delayed, some analysts gossiped that 
the real reason for the delay is that the PS3 version was behind 
schedule. In fact, there was even speculation that the Xbox 360 


version was on track for the October ‘07 launch, but there was a prior agreement 
with Sony that Rockstar had to launch both versions simultaneously. While 
there is probably some truth to Rockstar having difficulty getting the PS3 
Nicle-relame(olar-miam tiaal-ym Vom Calial @dal-waeele> acloleMUcle-lelamy-lw-l em r-lele|iarem el-ialiare| 
FTale = Mell t-WANi-lMUlar-hice)(er-]e)(-mcelm lela -le-e] aloe 


OTaliTat-mKelaliare) 

II For the first time, Rockstar is taking a GTA console game online, 
Valve cal-1a-m-mollemelare(-1ac-] dine mm ar-l@-m-s-)0)-lell-] Iam eael-merelariie(claiare 
idatcmalle[cw-l-)o)ig-}¢lelalnrolmCMP-VAVa-maaleliel o)i-NYi-1a aalele(-t-ew CAM (ole lare| 

ole] mW dita mt-] (omc ali-laalelel-myZ-1-lealolare me(-1t- Nam Aui-t-L.dialemelaliiar-manleliale)t-hyclan ce) 

fo[-yani mui lian ale] alaxer-lame-1.¢om-te) palcm dianl-Par-lalem ol-iaar-] oy CMP VAvamalci-lelclemanlele-mdlaals 
iol mm ilatcratelalialee 
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The Halo 3 Effect 
uM altcmare)ifet-hvarcicr-xe)a mm lomr-]aeler-]e) ham tatcmmo)iele(-s-salamer-lanlintemaliicolava 
AATCC CMPANAVaRYVolel(elamame|-1anlel-aniam cal-M-lale lai (-vam | axexele] (ol ol-manlola-) 


effective to launch the game early next year, giving it more 


oomph. Monstrous games like Halo 3, Crysis, and Rock Band could take 


olanl-mialemelel ae) mCHPAVNACECT-11 (8 
LV the ESRB, it’s certainly possible that Rockstar needs more time 
i Com ant-1.¢-B-J01a-m CM P-VAValI-M Ze) (e me) mr-Tahvadalialem dar-)aerolel (eM) ¢-]aar-lalelialels 


unwanted political fire. 
AV is simply that the game just isn’t ready. It’s a huge task to bring 
the lively detailed world of Liberty City to new consoles, and 
developer Rockstar North isn’t going to cut any corners, even if that means 
it] diate mM V-o.4 00 mantolal (atom Come l-y adatom [ol omelolat-Malelal em CHP-Wi-lal-e-le-lamacy <-[elthy 
happy, but in the end, they deserve perfection. 


ESRB Crackdown 
Ash damr-}i mentee '/f-lalalelaa@/ane-hdlale tom aleve) elt-M-lalemZ-t-le-Melm-veae rele] (-mYVnan 


It Simply Wasn't Ready 
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BioWare, the creators behind Xbox pbaechie Star Wars: Knights. of the Old atcyeleleliies BioWare Flare | 
_ Microsoft are certainly confident in Mass Effect, as they've already stated their intentions to expand it 
Talcom-Mitlimen| Cele pvmelm@. dele) arcloleier-lantch es 
BioWare has a reason to brag, and that’s because Mass Effect looks stunning. Beyond the stupendous 
graphics, Mass Effect's story line and sprawling universe make the biggest impression. This isn’t yet an- 
other hastily localized RPG with stilted dialogue and nonsensical plot points; the characters in Mass Ef- 
fect could easily have been lifted out of a particularly good Hollywood sci-fi epic. Between the A-grade 
dialogue and realistic facial expressions, Mass Effect’s conversations are just as dramatic as its third- 
person combat scenes. This is one world that Polygonus is excited to visit. 
Though Mass Effect’s creative fortunes are mounting, its success isn’t yet assured. Polygonus 


Mass Effect is destined 
to be a critical darling, 
but will it find a mass 
following? Polygonus 
says: This November, 
there’s no place Id 
rather be. 
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SASSIN'S CREED 











Combat is also confusing, as Altair must 
enter a special “blocking mode” to fend 
off attacks, then quickly switch to an 
“attack mode” to kill enemies. Altair also 
has a realistic but slightly heavy feel, 
which translates into sluggish controls 
Ermole maa vmcomete-lomelel-igel-e-lavemenlgo\ ym tal-18) 
into other enemies. If nothing else, 
Assassin's Creed would seem to have an 
extremely steep learning curve. 
Polygonus’ fear is that Assassin’s 
_ Creed could end-up as another Lair, a 
 dynamite-looking game that is hamstrung 
ae one its unwieldy controls. The Fates will 


Release Date: November // PS3, Xbox 360 
Beneath Assassin’s Creed’s dazzling graphics and edgy subject matter, Polygonus senses 
elavo-lae-li sia’ -Nie-) tat eat-\’a ol-m-lam-lelliom <li iiare Maat-(osiial-Pa oli @t-lam-l--t-1-1-1 [pm tmolsl \var-tomelolole M-tom al l-mere) alice) | 
scheme...and controls are exactly where this assassin may find his undoing. 

Playable versions of Assassin’s Creed have hinted that the game may be too interactive and 
realistic for its own good. When jumping across beams or rooftops, for instance, Altair sometimes 


grabs a nearby ledge or windowsill by accident. That slip-up may force you to drop back down to 
ground level, which spells misery if a nearby guard happened to spot your suspicious behavior. 

































Assassin's Creed is difficult 
to read; its aura is positive yet 
chaotic. Polygonus says: Cre- 

ativity conquers all, but con- 


trols count, too. 





& 
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Oh, how Devil May Cry has come to bore Polygonus. The first game was frantic genius, but sequel 
after disappointing sequel has dulled this series’ luster. Early glimpses of Devil May Cry 4 show the same 
preposterous dialogue and over-the-top combos that popularized the earlier versions. But games like 
God of War Il, Heavenly Sword, and Ninja Gaiden Sigma have pushed the hack-and-slash genre to soaring 
new heights. Can Devil May Cry 4 pull out of its slump? At its current rate, Polygonus isn’t so sure. 


The Cards do not lie—Devil 
May Cry 4 appears to be 
more of the same old demon 
slaying. Polygonus says: Take 
a cue from Resident Evil 4 
and reinvent this Devil. 











' rs ot regnestication with more aplomb biarela} Nintendo games 
- master, Shigeri Miyamoto. Even Polygonus is impressed by Miyamoto-san’s ability to divine the tastes 
Doce) in tatcmerelpaliavemolejelicemm aie) aeteill com melivzerelalercm arc l-manvelmecl mmc larem elm uniwe lydia lem plicmecelartietcleclelicmiatiie(olal orc) 
_and reputation behind Wii Fit he would seem to be a gambler, too. 

AWVAT it) two eel rel avoron olor] gem tare) aq Zelen-i cel oMolam com elgelelelercmiel ity evevenvalny olul aie) mre) aay telecom Blclantescwucn icr-] (cle hve) 
iiclarlarehuacleleiam Uallae towel mo] Olatsyavacmerciareliare pm Zeleremmrclalems) diipre mm Malcm Zeleremelclanvelcmelnem Une Th ampntexian tol gyal nye pee 
idalcm olahvaciiore] mele Me) ma alercvel(cmecelalege) mm antcleiit-) (cela mmr-lalempnve)elealicts-dnlety-M cm declarcyrolaanrele mie] an carom A dl Pan a ANIL 2) 
Varetstemef-lanlovcwelgeme)acclamelerelelmanciarcy tiemilarelcimanre\clnalclal emalclecmowcveypatcy caliave mearel @erelamelateli(caveicme)aiom ven oc) 
Ulm Malem olaliitelaveccum cnvomelecerctert Avam elie lola ierw-leyeltalurer muni w-tenel cme) melcialiUice 

_ There is no pricing, no release, and most importantly, no real games for Wii Fit yet. Thus the future 
- remains a puzzle wrapped in an enigma. While Polygonus sees Wii Fit enjoying a level of popularity 
with adults, the future outlook for kids and gamers, however, remains at best a shadow. 













Strange, confusing, and yet infu- 
riatingly simple. In other words, 
Wii Fit is classic Nintendo. Polyg- 
onus says: It is not wise to scoff at 
Nintendo’s inventions, no matter 
how absurd they may seem. 


¢ 


| Release Date: Available Now // Wii 










iedctstatave minim atcmrclonasialealinicmnaliare mer m@niialcciarecemers|amel-M-Movelalceleiureliavemcy delciaiclaler-Wm ole) ame) he (ola Ulcetele1) 
that there is much riding on this game. Metroid Prime 3 will be Nintendo's statement about the Wii as a 
bilusj eq eX-lesel an) pvele) cim o)f-)acelename- Maite] mer-laalonore} (ove (elm Am Marercwmaaleled aM clanyolar-lciicmar-lom elcYclamaat-(e(ch Com ol ne]a nye} (c) 
this game as a first-class FPS. The Cards foretell Metroid stepping up to this challenge, but only to the 
satisfaction of the fans of this storied franchise and new Wii players looking for sci-fi action. Metroid, for 
all of its considerable merits, has never found its way into the hearts of hardcore shooter fans. In this 
ios} oLoen Om mae) AVZe (e]pLUL-M-1UE-) ol fe] em Oxelaaelo) elamY li molemelolelem olUimr-le-Malomelhiicla-lalih ya 





Considering the sorry state of Wii 
o shooters, there’s a lot riding on 

A\ Ny RoR Metroid Prime 3. Polygonus is cau- 

| Bais ‘ tiously optimistic, but the proof will 


be in the final, boxed copy. 
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Polygonus remembers first-person shooters before Halo—cumbersome and vexing to play, even 
for an immortal soothsayer. The real question is, can Halo 3 live up to its own massive buzz and 
industry-leading reputation? Especially considering that its competitors will include top-notch 
shooters with unmatched graphics (Call of Duty 4), lightning-fast action (Unreal Tournament 3), and 
even stinging social commentary (Haze)? We shall see. 

Still, Polygonus sees much fortune in the cards for Halo 3. Its multiplayer beta test unrolled 
yaarocondalavmciaren diatom dar-laisielavel{-Mor-lameaiial ait-laial com talcmae) cel a-Medatole(e| am ave) at-l-M i-] at-1-m me) helo) all) Mr Vale fr-| 
recent presentation showed off improved graphics and some intense Brute combat in the single- 
player missions. So far, so good. But Halo 3’s secret 
Viiiot=] LOLA MEM ICM all AVA lelarelelarei-xemcoleted el t-\ cl mol aliiatc 
co-operative play over Xbox Live, a technical feat 
that will extend replay value for untold centuries. 
Curse you, Bungie! 

Even without online co-op play, Halo 3’s future 
oks bright indeed. It doesn’t take a Polygonus to 
see that Halo 3 will be the Xbox 360’s most important 
game yet released, and almost certainly the biggest- 
elling game of the year. 









Halo 3 receives The 
King, a Card foretelling 
great fortune and pros- 
perity. Polygonus says: 
Halo 3 has “mega-hit” 

written all over it. 


-IVE BARKER’S JERICHO 


ease Date: October // PS3, Xbox 360 














kheat describes Clive Barker's Jericho, an offbeat shooter that’s poised to be the sleeper hit 
|... ffgamers manage to snap themselves out of their Halo 3-induced trance. Instead of finding 
ns and swapping between them, you switch between characters in your squad, each of whom 
possesses unique weapons and magical abilities. Father Rawlings, for instance, is a man of the cloth... 
but he’s more than willing to tear demons apart with dual pistols as well as resurrect slaughtered squad 
members. There’s also a telekinetic sniper who can guide her own bullets. If Jericho doesn’t get your 
FPS. blood pumping, Polygonus wants nothing more to do with you. 


Halo 3 may take the glory, but 
the real FPS addicts will be 
blown away by Jericho. So 

says Polygonus! 
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- BRos. BRAWL 


Release Date: December 





















Super Smash Bros. Melee is still one of the most-played games for the dearly departed GameCube. 
Polygonus believes this lays a solid foundation for the success of Super Smash Bros. Brawl for the Wii, 
but it remains to be seen how well the Wii Remote will handle rigorous fighting game moves, particularly 
the aerial maneuvers and recoveries prevalent in Smash Bros. during simultaneous four-player matches. 
Brawl will support classic controllers, too...but where's the fun in that? Otherwise, Polygonus foresees 
Pikachu being beaten to a pulp. That is all. 












Can the Wii handle frantic 

four-player fighting? The 

Cards cannot say for sure, 
but hopes are high. 











Even the all-knowing, all-seeing Polygonus was shocked to learn that Gears 
of War is heading to the PC so soon after its big Xbox 360 debut. This PC 
version (supporting both Windows XP and Vista, thank the Gods) adds 
sharper graphics, a gigantic new boss monster, and a handful of additional 
single-player missions and multiplayer maps. The new mouse controls feel 
spot-on—Polygonus nailed several lightning-fast Rifle headshots on his 
first try—and Epic has promised to re-balance the gameplay to meet the 
needs of PC players. This much is certain: The Cards favor this game. 





Compared to Halo 2 Vista’s piti- 
ful showing, Gears of War for the 
PC looks positively godly. 


UNCHARTED: 
DRAKE’S FORTUNE 





Just who is this “Drake” character? And what, precisely, is 
his fortune? These are the prosaic questions that befuddle 
the mighty mind of Polygonus. Irritating title selection aside, 
Uncharted is showing plenty of promise as a top-shelf PS3 
title. The graphics look particularly superb, with the realistic 
character animations stealing the spotlight. The gameplay 
appears to be a mix of exploring massive tropical jungles and 
dodging enemy gunfire, with a few requisite vehicle-gunner 
segments as well. Polygonus confesses that Uncharted may 
not be groundbreaking, but its polish and production values 
are seductive. 


The next Tomb Raider? 
Polygonus wouldn't bet 
against it. 


7. 


| The Dark Horse | 





68 // Ocr 2007 // GAMEPRO.coM 








2007 Microsoft Corp 





UNFURL STORIES OF THE GREAT ASIAN POWERS. 
DROWN YOUR ENEMIES IN A SEA OF RED. 


CHINA. JAPAN. INDIA. 
POWERFUL CIVILIZATIONS THAT HAVE STOOD THE 
TEST OF TIME. FIGHT TO MAKE THEM IMMORTAL. 
Unite Japan under the revered Tokugawa Shogun. Command China’s 
Ming Dynasty fleets into untold treasures of the Americas. Stamp out 


colonial interlopers from atop a mighty war elephant in India. And prove 
that your place in history isn’t just another chapter. It’s a whole new age. 


TEEN : 
AGEOFEMPIRESS.COM 


Blood 
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In Mario Strikers Charged, there are 
a bunch of cheats you can earn by 
breaking your fingers in all of the 
Striker Challenges in the game. Some 
of the cheats are pretty damn lame— 
therefore GamerHelp has compiled 
this guide that will tell you which 
cheats are the best and how to get 
your hands on them. 






ALWAYS WHITE BALL 


You will play with a fully charged ball at all 
times with this cheat switched on, making the 
ball’s core glow a hot white. Both teams will 
score a whole lot more as white balls have a bet- 
ter chance of getting net. The Always White Ball 
cheat makes matches a whole lot more intense. 
How to Unlock Cheat: In the “Tag Team Tus- 
sle” challenge, you must defeat Donkey Kong 
as Petey, but both teams have only two players 
apiece. To make matters worse, both your play- 
ers are as slow as molasses and the opposing 
_ team has Toad. Use Petey to win by maintain- 
ing as much ball control as possible, knocking 
_ players off you with Petey’s deke, and vomiting 
brown goo all over the place, which will clear 
out enough room out to execute a Megastrike. 










MARIO) STRIKER 


f ik | ha AON 


HIGH VOLTAGE 


Now you don’t have to slam into electric fences 
to be electrocuted by them. With the High Volt- 
age cheat, players who merely wander too 
close to the electric fences are in for a shock. 
How to Unlock Cheat: As Peach, you need to 
vanquish “the other princess” in three minutes 
during the “Battle for the Crown” challenge. 
The hard part is that you have to win by at least 
five goals, so don’t hoard your power-ups and 
Megastrike; unleash them on the enemy when- 
ever the situation demands it. 


DEVASTATING HITS 


With this cheat activated, every single player on 
the field becomes as mighty as “power” char- 
acters, making all body checks and slide tackles 
crushingly powerful. The level of aggression on 
the field goes way up once this cheat is on. 
How to Unlock Cheat: As Daisy, you must shut- 
out Waluigi in the “Brick Wall Baby” challenge. 
You have to prevent him from scoring for three 
whole minutes until the clock runs out. Take 
heed of lava pools that erupt on the field ran- 
domly, and use them to your advantage by 
forcing players into the molten deathtrap. Also 
watch out for Waluigi as he'll try to squeeze 
you out of defending your goal with his “Wall- 
Luigi” special move. 








CLASSIC MODE 


The Classic Mode cheat is the easiest to unlock, 
and is also the most useful. When turned on, it 
allows you to play the game without Skillshots 
or Megastrikes, making the game play more 
like real soccer. 

How to Unlock Cheat: Set the A.|. for the “Till 
Death Do Us Part” on the easiest difficulty. As 
Mario, you need to score on Donkey Kong in a 
game that has gone into sudden death. The 
trick to winning is staying focused on keeping 
the ball on their side of the field. Mario's Super 
Mario special ability can be used to squash any 
opposing players defending their goal. 


SAFE MEGASTR/KE 


Once you play with the Safe Megastrike cheat 
on, your team captain will remain invincible the 
moment they begin a Megastrike, making all 
attempts to break the charge-up useless. The 
results are a ridiculous number of goals in the 
final score. 

How to Unlock Cheat: The Safe Megastrike 
cheat can be gained by completing the “Sib- 
ling Rivalry” challenge. Down by two goals, 
Luigi need to take the lead and emerge victori- 
ous against his blubbery brother. Do it quickly 
because you only have a minute; you should be 
able to do it on the first try as this challenge is 
set on “Rookie,” the easiest difficulty. 





SECURE STAD/UMS 


Tired of getting annihilated by flying cattle, construction vehicles, 
and other environmental nuisances? Turn on the Secure Stadiums 
cheat to eliminate all arena hazards. 

How to Unlock Cheat: As Waluigi, beat the benevolent version of 
yourself, Luigi, by at least three goals in 50 seconds in the “Three 
Goals Away” challenge. Take advantage of the stage you are play- 
ing on, as you can literally bash opponents out of the arena, leav- 
ing their goal wide open. 


FIELD TILT 
One of the most fun cheats to use in Strikers is the Field Tilt, which 
_ makes it so that every goal scored causes the field the tilt in the di- 
rection of the winning team’s goal. If a team keeps scoring on the 
other, the field’s slant will continue to get even more steep. 
_ How to Unlock Cheat: Play the “Zero Tolerance” challenge and 
_ then torch Peach and her teammates with Bowser’s fire breath to 


Want more 


. Mario | screens and news 


online? Text to 





SWEET CHEATS FOR... 


TRANSFORMERS: THE GAME 
(PS3, XBox 360, Wii, PS2) 


Cheats: At the main menu, select Campaign, select 
sXe} alUtspucy-1(-1e1@@) olde) al-mr-1alemaal-1an-valt-)mcalomie)i(enuaiare perele (ct 
1 Coe lal (ole) @aal-Mere) aa-t-) ole) ale li are meial-t-] «Pam ZOlUR-1al «cla -1em-Revele (= 
correctly, the screen will flash and the cheat will take 
immediate effect. 


All Missions: 
Press Down, Up, Left, Right, Right, Right, Up, Down. 


Cartoon Megatron: 
Press Down, Left, Left, Down, Right, Right, Up. 


Cartoon Optimus Prime: 
Press Down, Right, Left, Up, Down, Down, Left. 


Cybertron Missions: 
Press Right, Up, Up, Down, Right, Left, Left. 


Generation 1 Jazz: 
Press Left, Up, Down, Down, Left, Up, Right. 


Generation 1 Starscream: 
Press Right, Down, Left, Left, Down, Up, Up. 


Infinite Ammo: 
Press Up, Down, Left, Right, Up, Up, Down. 


Infinite Health: 
Press Left, Left, Up, Left, Right, Down, Right. 


No Traffic, Police, and Military: 
Press Right, Left, Right, Left, Right, Left, Right. 


Robo-Vision Optimus Prime: 
Press Down, Down, Up, Up, Right, Right, Right. 
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The fourth chapter in Capcom's zombie splatterfest only Bete | more brutal the further 
you get in it, and the bosses towards the end of the game will give you one stabbing 
headache if you don’t know how to beat them back into the hellhole they crawled 
out of. To help you in your quest for completing the game, we show you how to 
slay the final four bosses in Resident Evil 4 Wii Edition. By Brad Russell 
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aS AW After the last defense of the cultists during the elevator ride, you will run into 
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When you're in the fight with the monstrosity, use the TMP to hit the eye 
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%. ball, then the little punk will reveal himself. This is a good time to pull out that 
Rocket Launcher and let it rip into Salazar. Soon, the fight will come to a con- 
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tacle, hit the eye, hit Salazar, and repeat until dead. If you don’t have much TMP ammo, then use the Striker 
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The fight with “it” takes place after the laser sequence. In a .N 7 

this fight the Striker with lots of ammo is the required tool, a WEL, 4 
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you chase the boss away and then shoot the green light at £ 
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slashes as you head towards the front of the cage. There 
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cage immediately. 
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the presence of the boss. Then step into the center path where U3 will show up again. Chase him away. 
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front of the rig before you are sent into the abyss. 
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in the crates. Blast the green light at the end of the path and then return through the crate tunnel. Press 
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this compartment. 

Equip your rocket if you have it, or your strongest weapon, whatever it may be. U3 will return again 
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TMP bullets on the beast, the fight will be over. 
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off area in the rock. Make sure the boss follows you, and use the red barrel to buy time. You want the 
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will end. If you were not aggressive enough, the beast will burrow underground. Avoid its lunges a few 
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KRAUSER 


For the fight with Krauser, you need moderate amounts of ammunition for all of 
your guns, but favor TMP boxes when purchasing ammo. When the battle starts, 
run to the sand shack and go up the ladder (only grab the items if you are run- 
ning low). Pull out either the Striker or TMP and wait for Krauser to hop up. This 
encounter is the trickiest. The best strategy is to fire a few TMP rounds, wait for 
him to get really close, back away a wee bit (just so that he misses), and then you 
fire back with a knife-slash of your own. Repeat this a few times, using any tech- 
nique that includes the knife, and he will concede defeat, for the moment. Collect 
itatcMi Cclantcwcl are cya] @mAV ale m-] @r-laNvaeinacm Zell manl(e|alae (emia om molena celebs olgctt-e-i-le lela lec 
Yom olcMolamyzelelmtaielaal elon 
Krauser is waiting for you as soon as you exit the shack. Wait by the door and 
aim down the path with your TMP. Shoot him as soon as he pops up, and then 
try your best to nail him some more. He will shift and slide to avoid the shots. 
Repeat the slashing to chase him away much quicker this time. When you reach 





sepia | ruatem olatelelcMme [Ul (ol 4h VMaUlamco)iz-1ae (cM nicme) olcialiarem-laleme[-1@eleim@ ele malicmiMelem-licR clit 
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u he gets off a shot. Repeat sniping until he jumps down to make a final charge. 
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past the building. 

In the next area you need to shoot Krauser as soon as the scene ends to get 
him to come down. It is easier to slash him this time, and bullets are just as good. When he jumps back 
up you need to keep the pressure fire on and you will most likely hit the grenade he tries to toss down. He 
will vanish shortly after. Push the statue over towards the open, push it up and in between the walls to 
Yate MeloMelam calm oy-(e Mm Cle-] oN CalcMicclant-w-lale Malct-(eM ol-leLe 

At the building where you sniped Krauser before, have a hand grenade ready and look around the cor- 
ner. As soon as you see him pop out, toss the grenade. Doing it while you see his shadow and before he 
pops out is even better. Make him go away again and then jump down. Robots will be in the sand, but this 
is nothing to worry about. Kill the first two and head to the south wall. Kill the one that pokes out from the 
ycTate Me-lale Md atclamaaten’@-MelaPm si (el) Vael om carom auzeme(o)iaminrcmcelalatcim-lare mance) cm tnlcelelelPeAUACclmUnlce ale] eelalc rm Cel an) 
ETaolelaremelel(oLdharclare Maelamey-(olem sil tarcimeleldgelam (nim olel¢emolmUlaam-lcelelnrem-laremel(e\Wala-li Melo Uilclame (cl @cnlcmeln cain 
idatcW- liom (cr-le malcom carom Colud-im-lareme (cam elUl Mm NU emuctcle ha come len 
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and then get ready. The best weapon is the knife, yes the knife! The weapon that you probably only used 
icolmeyol-laliave Ree-l chm Colm CalcMclalelccmetclanicmm | Maren iva ol-leve)nalermeatem i Zcr-] oLolmelmealel(ecMm LM ZelU me 1G lU(e ama elemer-1ane [cat 
in one slash and then follow it up with a serious chain of slashes that Krauser cannot break. If he does get 
loose, use the TMP on his legs while he is far away and then back up. What you want to do is let him pull 
off an attack and make him miss. Then you can run up while he recovers and get in your slashes. Repeat 
as needed. It’s okay if you take some damage. Replaying this portion of the game a few times is expected 
because his attacks are too unpredictable. 

Of course, the old “shoot the legs” strategy does work, but it takes a long time and you will more than 
Ti <cl WWa eel <oManrolacmetclaat-le(cm talcm (olarelclmcarcmilelalmeleclet-Melammsicu-10 [ecm Come(c) com caicme lolol melellel ah vm el-lerclU lI me-t 101 NVA 


you cannot sit around to watch the fireworks. 
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a good number of Striker shells; the exclusive upgrade will 
do just fine. Start the battle off with a blast to one of the 
front eyes. Jump on the monster and stab the eye. That's 
eysmere)anye)| lor} ccre M-lom Gal iow olel-s-m ore} ad(cme [cl (Mma tcl olcr-] @ earl a@r-lelelele 
eight or so times and the battle will be over. Hitting the 
front set of eyes is simple. The back eyes are good for one 
hit, and the only way to get these eyes are to run behind the 
beast as it recovers from a cut, but you must be quick. 

There are two red barrels, two cranes, and some ex- 
plosives you may have on you that will help bring the fiend 
Ce foyw aM ielmmanrelacmeleladiareme)e)olelacelalit(ct-mam Mall-milelal@iactel liner) 
that you follow these tips carefully, especially when the 
difficulty is set on “Pro.” After enough cutting has taken 
place, someone will toss you a special Rocket Launcher. 
Equip the devastating weapon, aim, and fire to finish off 
the mammoth boss. 







Want more Resident Evil 4 
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online? Text s282 to 59479 
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’.. GAME OF THE MONTH 


BIoSHOCK 


“lam Shodan.” It’s been nearly 10 years since we last heard these chilling words uttered by the 
deranged A.I. construct that taunted us throughout the course of the classic PC game System Shock 2. 
Now, at last, we have a chance to relive the same sense of panic and dread that filled our hearts back 
in 1999 with Irrational Games’ spiritual follow-up, BioShock. i. 


What is it about this game that captured our attention so thoroughly? Was it the unique Art Deco- 
inspired art direction or the spooky atmosphere of the sunken city of Rapture? Was it the compelling 
and thought-provoking story of an underwater paradise gone horribly wrong? Perhaps it was the 
intense action, the inventive weapons, the creepy enemies and the awe-inspiring Plasmid powers? 


The answer is yes, yes, yes, and yes again. BioShock isn’t merely a game: it’s an “experience,” one 
that should not be missed. Our own Vicious Sid had the enviable task of plumbing the depths of this 
watery classic and he lives to tell the tale, so come along with us on a fantastic voyage as we venture 
deep into the eerie world of BioShock! 


714 // Oct 2007 // GAMEPRO.cOM 





GAME REVIEWS: 





Boogie (Wii)... 
(DS)... 


Eternal Sonata (Xbox 360). 


We'll start with the basics: when did you start 

playing video games? 

1978 or 1979. | remember climbing up on step 

stools so | could reach the controls of Space In- 
vaders, Donkey Kong, Battlezone, 
and others. 


PS * What was the first title that got 
aR you hooked on gaming? 
Pac-Man. | think something about 
P aN the endless chomping of dots, 
Ouroboros and the existence of precise, un- 
beatable play patterns latched onto some latent 
bsessive streak in me. 


Name a title that you think is crimi 
appreciated and why. 

Clive Barker's Undying sold poorly, but was one 
of remarkably few horror games to actually make 
me jum fright. It doesn’t hurt that my favorite 
author stirred the pot a bit. 


ally under- 


You are a full-time freelance game reviewer: 
what's that like? 

Bittersweet. | love writing about games, but my 
income fluctuates. | work flexible hours from 
home, but it has its complications. It’s also 
upsetting to endure personal attacks when 
someone disagrees with a review I’ve written. 
Folks need to remember that one man’s meat is 
another man’s poison, and that the loudmouth 
with the megaphone isn’t necessarily in possession 


GAMEPRO’S RATING SCALE 


Behind the numbers: 
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Each month, we interview a member of the GamePro reviews staff and ask them some tough 
questions in order to find out what makes them tick. This month, we talk with long-time staff 


reviewer Ouroboros. 


of all the relevant facts. Reviewers try to account 
for taste and inform readers accordingly, but it’s 
hardly an exact science. 


Well said. With that, we move onto the light- 
ning round. What's your favorite food to snack on 
while gaming? 

| love Nacho Pretzel Combos and Salsa Doritos, 
but I usually keep my hands off them when gaming 
to avoid smearing cheesy funk all over my con- 
trollers. | always keep a drink handy, though. | 
think I’m single-handedly keeping the makers of 
Crystal Light in business. 


You reviewed Blue Dragon this 
month. On that note, what 
mythical creature would you 
want as a pet? 

I'd like a panther, or an el- 
ephant the size of a small 
terrier, but they’re not 
strictly mythical. How 
about a proper dragon? It 
seems appropriate, given 

my GamePro pseudonym. 

Yet, I've no idea where I'd 

keep the damn thi 


The best of the best. If you don’t own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


Highly enjoyable, but falls short of true greatness. 
The Fight Nights and Tony Hawks of the world. 


Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


Should come with a sticker: “Warning, contains poisonous 
amounts of suckage.” Remember Backyard Wrestling? 





An absolute insult to humanity. 
Kill it with fire and holy water. 


A dragon? Good choice, but aren‘t you worried 
about cleaning up its poop? 

| have three indoor cats, so I'm used to scooping 
up clumped nasty on a daily basis. But Id train 
the dragon to find a private spot somewhere 
close by. | live near Lake Champlain, so he can 
just go there. 





Games that score 4.50 or higher are awarded 
our coveted Editors’ Choice Award. 
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Halo 3 has the star power, but BioShock has the brains. Case in point: 


there are many ways to take down Big Daddy—can you find them all? FA 


BIOSHOCK 


This neo-horror shooter will make your blood run cold. 


Xbox 360 J ESRB: M 


here was always something depressing 
T about the puppet-like cinema cut-scenes in 
Gears of War. Sure, the graphics looked as- 
tonishingly advanced...but they were light years 
ahead of the empty-headed dialogue and plot. The 
technology was there but the storytelling wasn't. 
But what if a game’s narrative was as intricate 
and as immersive as its graphics? What if as much 
attention was paid to dialogue and atmosphere 
as it was to pixel shaders and high-resolution 
textures? What then? Ladies and gentlemen, the 
answer is BioShock, one of the most playable, 
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thought-provoking, and just downright impres- 
sive games to emerge on a home console since, 
well, ever. 


PARADISE LOST 

BioShock’s story is lavishly told. Your character 
begins on a passenger jet, which promptly spins 
off-course and crashes somewhere in the middle 
of the Atlantic Ocean. You swim for safety, us- 
ing the analog sticks to doggy-paddle past flam- 
ing wreckage. Already the attention to detail is 
staggering: soaring flames cast reflections on 
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8 Developer: Irrational Games ® Publisher: 2K Games 


the stormy ocean water, and the air is thick with 
smoke and debris. Nearby, you uncover a small 
submersible vehicle, climb inside, and descend 
into the depths of the Atlantic to find...Rapture. 

But all is not well in Rapture. Billionaire tycoon 
Andrew Ryan built this underwater utopia as a ref- 
uge for the greatest talents in society: musicians, 
artists, scientists, and other free-thinkers. Though 
the goal of Rapture was to liberate the best and 
brightest minds from the drudgery of everyday 
life, a remarkable discovery changed the rules for 
the worse. Rapture’s citizens became addicted to 
a strange new form of DNA manipulation, a mutagen 
called “Adam.” 

This stem-cell-like substance allowed its users 
to alter their genetic code at will, paving the way 
for powers such as instantaneous healing and 
superhuman intellect. But instead of opening the 
gates to Heaven, rampant Adam abuse cost the 
citizens of Rapture their minds and their human- 
ity. When the supply dried up, Rapture’s citizens 
launched a vicious civil war—a genetic arms race 
—for control of the last remaining drops of Adam. 
You see, once you've tried Adam, there’s no 
going back. 

That’s where you come in. With your first step 
into the shattered corpse of this failed society, it's 
immediately obvious that the situation is way out 
of hand. Rapture is leaking. Broken equipment 
and twisted bodies litter the facility. Deformed, 
gibberish-spouting Rapturians prowl the corri- 
dors, looking for another fix of life-giving Adam. 
What exactly happened here? | won’t spoil any 
surprises, but rest assured that BioShock’s plot 





sees several sharp turns that will have you ques- 
tioning everything, even your own role. Like a 
good novel, this is one game you won't want to 
put down. 


DADDY ISSUES 

The story line is certainly thoughtful and well 
crafted, but make no mistake: BioShock is 
squarely a first-person shooter. You explore the 
ruins of Rapture, scavenge for items and equip- 
ment, and meet a cast of ghoulish characters, but 
the focus remains solidly on action. Your chief 
foes are Splicers, Adam-addicted citizens whose 
faces are literally sliding off from a lack of the life- 
giving serum, but the highlight battles are the en- 
counters with the symbiotic duo of the Big Daddy 
and the Little Sister. 

The former is a hulking, armor-encased goli- 
ath who is nearly invulnerable to attack; the lat- 
ter is a child who stores vast amounts of Adam, 
making her a kind of mobile piggy bank. The 
twisted Rapturians aren't the only ones who 
crave Adam, as you'll need its gene-altering qual- 
ities in order to evolve your own offensive and 
defensive abilities. 

How you tackle the Big Daddy/Little Sister pair- 
ing is entirely up to you. Brute force is one option, 
but it’s painful: the Big Daddy is a tough opponent 
who will defend the Little Sister to the death. An- 
other option is to hypnotize the Big Daddy, then 
lure him into other battles where he'll be worn 
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down by enemy fire. These are only two options, 
and there are many more. You spend much of 
the game battling and outwitting Big Daddies in 
order to get to the Little Sisters, and despite the 
frequency of these encounters, they rarely feel 
repetitive, a testament to BioShock’s brilliant A.1. 
programming and overall game design. 

BioShock is one of the few games that actually 
deserves to be called a “sandbox game,” thanks 
to its diverse genetic powers, weapon modifi- 
cations, and moral choices. Once you beat the 
game—not an easy task as it’s a big game—you'll 
want to start right back over again so you can try 
out a whole new suite of skills and tactics. 


SURVIVAL OF THE FITTEST 

So how does BioShock play? For shooter fans 
who've never experienced BioShock’s predeces- 
sor System Shock 2—and | pity you if you haven’t— 
this game will come as a revelation. It’s almost like 
watching a talented juggler: the smart writing, in- 
tense action, and RPG-style character customiza- 
tions are expertly manipulated in unison, making 
for a dazzling and entertaining display. 

Beginners will need to adjust to a few con- 
cepts, such as looting fallen bodies and buy- 
ing equipment from the vending machines that 
adorn Rapture, but they'll quickly acclimate to the 
game’s charms. That’s because BioShock is re- 
markably easy to play. The Halo-esque FPS con- 
trols feel smooth and precise for shootouts, and 


the inventory management controls feel stream- 
lined but not simplistic. There’s even a handy ar- 
row that points to your next objective—a merciful 
feature that will keep you from aimlessly wander- 
ing Rapture in search of your next task. 

Innovative game design aside, BioShock also 
shines where it counts most with gamers: in the 
graphics department. It is, without a doubt, the 
best-looking game on the Xbox 360 to date. The 
unique Art Deco design of the levels shines bril- 
liantly in an otherwise tired sea of World War II 
battlefields and futuristic sci-fi landscapes. Plus, 
the creepy enemies look nothing like the standard 
gun-wielding brutes that we’ve mowed down a 
million times over in other games. 

BioShock also excels on a purely technical level: 
the water displays outstanding real-time reflection 
and the lighting and shadow effects are eye-catch- 
ing. It all adds up to a fantastic visual feast that 
made me feel as if | was finally seeing what the new 
generation of consoles could really do. 


Att EARS ON ME 


A game’s audio track is a topic that game reviews 
tend to gloss over, but it’s definitely essential to 
the BioShock experience as the soundtrack bears 
the heavy burden of establishing the oppressive 
mood of Rapture. The music accomplishes this 
feat brilliantly and with almost supernatural skill, 
despite the fact that it’s used sparingly. Given 
BioShock’s grim setting, the often jaunty music—it 
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consists of old-timey 1940s and 1950s pop tunes— 
comes off as both funny and creepy, a remarkable 
tightrope walk. The sound effects are so memo- 
rable: you'll most often hear the steady drip-drip- 
drip of leaking water, a simple audio effect that 
will nevertheless make your skin crawl and your 
bones ache, but the echoing footsteps of your en- 
emies will also haunt you throughout. 

| know I've spent a lot of time praising Bio- 
Shock but the game is quite deserving of every 
single positive word. Does the game have flaws? 
Yes, but there aren't many. The enemy roster 
could use a bit more variety, and a few plot points 
aren't quite fully explained or explored. Several 
tasks also devolve into “hunt and fetch” chores, 
leading to some backtracking and aimless wan- 
dering. It’s also important to note that BioShock 
does not feature any sort of multiplayer mode, 
but it’s hard to get worked up about this omis- 
sion when the single-player game is so polished 
and satisfying. 

Besides, multiplayer probably wouldn't have 
worked well for this game anyway, though a co- 
operative play option would’ve been nice. Ah well, 
there’s always BioShock 2, right? 


SHOCKED AND AMAZED 

BioShock comes along at a time when big-budget 
games are becoming an almost disposable form 
of entertainment. You play them through once and 
put them back on your shelf to gather dust, forgot- 
ten. In the end, most of those games don’t mat- 
ter. I'm happy to say that BioShock does matter. 
It leaves its mark on a genre that has its fair share 
of memorable titles and it does it with style and 
panache. It is easily one of the best games of the 
year and it more than ably lives up to the high bar 
set by its spiritual predecessor, System Shock 2. 
—Vicious Sid 
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Pros: One of the best FPS shooters ever; 
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Cons: Multiplayer co-op would’ve been 
awesome; enemy variety is an issue. 





AA GUN DESTROYTD (3 REMAINING) 








When facing deadly Panzerfausts, keep in mind what's directly behind you. 
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MEDAL OF HONOR: AIRBORNE 


There’s still some juice left in World War II after all. Who knew? 
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kay, | know what you're thinking: not 
another World War Il-themed shooter. 
But don’t let go of your M1’s Garands just 


yet, as Medal of Honor: Airborne has enough new 
ideas to make you reconsider. 


LEARNING TO FLY 

Airborne’s campaigns all start you off with a leap 
from a militarized DC-3 airplane instead of simply 
spawning you at a fixed location. The beauty of 
this concept is you can play it safe and head for 
the green smoke of the landing zone, seek out 
“skill drops” that reward landings in tight spots, 
or take a suicidal plunge deep behind enemy lines. 
Once you touch down, you're off and running in 
the ground war. 

There are only six missions available in Air- 
borne, spread across Italy, France, Holland, and 
Germany, but each is a beautiful and enormous 
playground with objectives attainable in nearly 
any order. When so many games bind players to a 


linear path, these open battlegrounds are wonder- 
fully refreshing. Sure, there are scripted moments 
and a few occasions where enemies seemingly 
appear out of thin air, but Airborne largely deliv- 
ers a fluid world of combat freedom. Your inevi- 
table death triggers an irritatingly long reload, but 
each air-drop is also a fresh opportunity to try a 
new approach. 


BUILDING A BETTER GUN 

The other major boon Airborne boasts is 
upgradeable weaponry. Each time you take out a 
handful of soldiers with a stick grenade, disable 
a tank with a rocket launcher, or put two slugs in 
a charging hostile’s midsection, your experience 
level with that weapon grows. Eventually, you’re 
rewarded with faster reload and firing times, 
larger magazines, and field modifications like bay- 
onets and scopes. You won't have to constantly 
watch your ammo counter, either: thoughtful 
and effective aural cues subtly inform you when 
you're down to your last few shells. 

You definitely need the firepower because, for 
the most part, the enemy forces don’t utilize the 
typical charge-and-die tactics of most shooters. 
You still see some faulty A.I. staples like suicide 
charges, zone coverage (where enemies only en- 
gage you if you’re in a specified zone), and cheesy 
tactics like Panzerfaust blasts and long-range 
peek-a-boo sniping, but the majority of the time 
foes are cunning and use every inch of terrain to 
their advantage. They push forward only after cut- 
ting off your support and they seek out the valu- 
able high ground. At no point are you likely to have 
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success simply charging an objective; patience 
and flexible tactics are vital to surviving more than 
a few minutes at a time, even on the lowest diffi- 
culty setting. 


DEATH FROM ABOVE 
While the single-player campaign is on the short 
side, the sheer size of each venue grants a sense 
of replay value few shooters can touch. Unfortu- 
nately, the same can’t be said for the multiplayer: 
deathmatch, team deathmatch, and capture the flag 
are all you get. The experience is smooth and enter- 
taining, but the only thing that truly differentiates 
Airborne’s online matches is the ability to kick an 
opponent's head as you parachute to the ground. 
Still, Medal of Honor: Airborne seamlessly in- 
jects some intriguing new elements into an overly 
familiar conflict. It’s not an instant classic by any 
means, but even burnt-out veterans should en- 
list and take the plunge for one more tour of 
duty.—Ouroboros 


Pros: Challenging A.1.; breathes some life into 
a tired genre. 


Cons: Aggravating loading screen after every 
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A quick and easy way to kill an enemy is to first knock them down 
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HEAVENLY SWORD 


It's not quite God of War but it’s pretty damn close. 


efore | start, here’s a quick disclaimer: | am 
B going to reference God of War in this re- 

view—a lot. That’s because the develop- 
ment team behind Heavenly Sword ripped a lot 
of chapters out of David Jaffe and Cory Barlog’s 
playbook. It’s not a stretch to think of this title as 
“Goddess of War” as it also features a complex 


narrative that centers on a troubled main char- 
acter, and is married to a deep and substantial 
combat system. 

The trouble is, for all of its glitz and glamour, 
Heavenly Sword never quite reaches the high bar 
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set by Sony’s first and primary action franchise. 
But what Heavenly Sword does—and it does it 
well—is offer up its own unique and satisfying 
take on the action genre that God of War and its 
sequel helped redefine. 


HEAVEN AND HELL 

We won't go too deeply into the details of Heav- 
enly Sword’s story, as half of the fun is in letting 
the narrative develop over the course of the game. 
But if there’s one thing Heavenly Sword excels at, 
it’s the narrative story: the main character Nariko 
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belongs to a tribe whose fate is tied to a proph- 
ecy that proclaims a man would be born into 
their midst to save them. Unfortunately Nariko, 
who was born at the prophesied time, was born 
a woman, a fact that her fellow clansmen see as 
an omen of doom. Tied into the prophecy is the 
titular Heavenly Sword, a magical blade that is 
under the protection of the clan’s protection. The 
evil King Bohan seeks the blade to consolidate his 
power and a war breaks out. 

It’s during this ensuing conflict that Nariko 
falls into possession of the Heavenly Sword and 
arms herself with it, setting into motion the events 
of the game. Suffice to say, the production value 
of the game is topnotch and it definitely has the 
cinematic flair that truly memorable games like 
Half-Life 2, Halo, and yes, God of War, possess. 
This is supplemented by a ton of unlockable 
Hollywood-style extras like behind-the-scenes 
clips and animated vignettes that flesh out the 
game’s narrative. 

The game’s graphics also take full advantage 
of the PS3’s horsepower, with stunning backdrops 
and fantastic character animation. The in-game 
cinematics have a Hollywood quality to them, 
thanks to superb motion capturing and fine acting, 
including a great performance by Andy Serkis, 
he of Gollum and King Kong fame. The charac- 
ter animation is also smooth and adeptly choreo- 
graphed. Nariko, especially, moves with a sense of 
fluidity and grace, and at points, the game brings to 
mind fight sequences from popular wushu movies 
like Crouching Tiger, Hidden Dragon and Hero. 





PUSHING HANDS 

| should note, however, that the brand of action 
in Heavenly Sword is a little on the “soft” side. 
Nariko uses three stances during combat: speed, 
ranged, and power. The speed stance is the de- 
fault; the ranged stance, where Nariko separates 
the Heavenly Sword into two and whips the ends 
around like a certain Spartan’s chains, is activated 
by holding the L1 button; and the power stance, 
where Nariko swings just the Heavenly Sword, is 
activated by holding R1. 

It doesn't take long for you get used to the con- 
trols and you'll be mixing and matching attacks from 
each style to form an impressive array of moves. 
However, the combat in Heavenly Sword never de- 
livers the same sort of visceral punch that God of 
War did. Unlike Kratos, who was capable of plowing 
through enemies with a maniac’s fury, Nariko must 
often rely on finesse and timing to take out her foes. 
Yes, she does crunch a few bones and mangles a 
few crotches but because most enemies can block 
her attacks, simple button-mashing proves ineffec- 
tive. | found myself mainly sitting back in a defen- 
sive shell and waiting for an opening; as a result, | 
never got the feeling that! was truly “manhandling” 
my enemies. No pun intended, of course. 


PAPER COVERS ROCK 
The game also relies on a rock-paper-scissors 
model that is difficult to master. All enemies attack 





using one of the three aforementioned stances: If 
an enemy exhibits a blue aura before attacking, 
they're coming at you with a speed attack, so you 
need to be in the speed stance to block it. If they 
glow orange, it’s a power attack and thus, the 
power stance is required. Ranged attacks can be 
deflected with the ranged style until you get close 
enough to fight. 

The problem is that you need lightning- 
fast reflexes to switch up your stances correctly 
each and every time, especially when you're sur- 
rounded by multiple foes. This is compounded 
by the fact that in order to block, you have to just 
stand there and let the game automatically block 
for you, which ran counter to my natural instinct 
to mash buttons. 

| should also mention that the boss battles are 
weird. First, there are only asmall handful and they 
play out like a strange mix of chess and chicken. 
Each boss has multiple life bars and a set pattern 
of attack. You have to carefully whittle down the 
boss’ life meter—again, by patiently waiting, pick- 
ing your spots, and counter-attacking—then wait 
for the next attack pattern to initiate. Rinse, lather, 
and repeat until the boss is dead. 


EMPATHY FOR THE DEVIL 

And yet, even though the combat has its quirks, 
it is still satisfying and there are moments when 
you can’t help but smile at the carnage that 








you're creating. The game mixes things up nicely, 
giving you the opportunity to man a cannon and 
rain death down upon an immense battlefield, fire 
off a cool rocket launcher like device to take out 
oncoming enemies, and even take on the role of a 
side character—Nariko’s childlike companion Kai, 
for some stealthy crossbow action. 

The action is also woven nicely into the 
game’s deep narrative, making for an overall ex- 
perience that’s rich and satisfying. Yes, the plot 
is a little shaky—there are a lot of questions that 
are left unanswered—and the combat takes some 
getting used to, but the overall experience is com- 
pelling enough that | wanted to return to it time 
and time again. 


It’s Not THE DESTINATION... 

It’s obvious that I, along with every other gamer, 
have become spoiled by the God of War series. 
When held up against that franchise’s strengths, 
even a game like Heavenly Sword can pale in com- 
parison. It’s mildly unfair but because the game so 
obviously draws upon Jaffe and company’s for- 
mula, it’s also fitting. 

So, while it doesn’t eclipse the greatness of the 
original title that inspired it, Heavenly Swordis still 
a fun, engaging, and most importantly, exclusive 
PS3 title that Sony fanboys can brag to Xbox 360 
fanboys about. Oh, there’s also one unintended 
side-benefit: It offers a tantalizing glimpse at the 
possibilities inherent in the PS3 platform, that only 
raises my expectations for God of War Ill. 

Until Kratos’ next adventure comes along, 
gamers can and should busy themselves by tak- 
ing in the compelling saga of Nariko and her 
heavenly blade. It is without a doubt a journey 
worth taking, even if the road to the end is some- 
what bumpy.—Ahoy_and_Avast 
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Want more Heavenly Sword 
screens and news online? 
Text us5t to 59479 b 


FUN FACTOR 
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Pros: An interesting narrative, fantastic production 
value, and deep combat system. 


Cons: The game’s combat stresses reaction 
over action; the boss battles are iffy. 
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Each character has a shadow beast that they can summon to their side. The 
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lue Dragon delivers an exclusive next-gen 

k RPG title to the Xbox 360 that’s on par with 

any game with the word “final” in the title. 

The main narrative isn’t filled with many twists 

and turns but the character designs are lively, the 

story is interesting and the gameplay is solid. It 

is, without a doubt, a world-class RPG experience 
that all Xbox 360 owners should look into. 


Pick YOUR BATTLES 
The first thing you notice about Blue Dragon is 
its characters. Designed by famed Dragon Ball Z 
creator Akira Toriyama, the main characters are all 
interesting and memorable and they are brought 
to life in the entertaining cut-scenes. 

The design of the enemies is also interesting. 
You'll face cats with extra eyes, two-dimensional 
malevolent murals spring to life, and a lazy bear 
who is just as likely to take a quick snooze as maul 
you. And while the graphics won't floor you with 
bump-mapped realism, they are vibrantly colorful, 
surprisingly inventive, and imbued with subtle 
cinematic flavor thanks to depth-of-focus and 
elemental special effects. 
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BLUE DRAGON 


There's a reason this game is single-handedly resurrecting the Xbox 360 in Japan 





What's more, each monster type has its own 
natural enemies, and you can usually find a way to 
make this work to your advantage. Take on a hand- 
ful of baddies at once, and a fight could break out 
between incompatible enemies; nasty rats will 
start gnawing on overgrown crickets instead of 
attacking your crew. There are even “field skills” 
you can equip that lure or repel creeps, or other- 
wise ease your travels. Also, there are no random 
encounters: when and who you fight is almost 
always up to you. 


CLASS MENAGERIE 

While the turn-based combat itself might seem 
too traditional in its old-school cast-or-attack 
simplicity, the change-at-will class system opens 
up a level of character customization that could, in 
and of itself, warrant weeks of play. 

Experience points increase your base level, 
thus growing base stats and unlocking new jobs, 
but Shadow Points count toward your current 
career’s rank, and skills earned in one profession 
carry over to others via skill slots. Earn high 
agility as an Assassin then flip that boost over to 
your work as a Black-Magic User. Open up additional 
skill slots as a Generalist, and fill them with the 
abilities you scooped up as a Sword Master. The 
freedom of this system is the true heart and soul 
of the game, and a large part of why you'll want 
to keep playing even after you finish the long and 
satisfying quest. 
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FIERCE CREATURES 

On the one hand, there’s no wrong way to build 
a party. On the other, this is chiefly because 
difficult battles are so few and far between, and 
that’s where Blue Dragon’s one minor frustration 
kicks in. The battle system is a blast once you've 
ranked up a few party members, but you'll find 
fights fall into only two categories: those where 
you tear through opponents like tissue paper, and 
those in which you suddenly start sustaining one- 
hit deaths every turn. There’s virtually no middle 
ground, and that may well disturb players longing 
for a sustained challenge. 

But complaining about bipolar difficulty 
seems trifling when the combat, exploration, and 
storytelling are so addictively engaging, and mem- 
orable. Blue Dragon might not be sheer perfection, 
but it still delivers a truly exemplary console RPG 
experience by thoughtfully executing and expanding 
on longtime genre traditions.—Ouroboros 
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Pros: A long and wonderfully satisfying role- 
playing experience. 

Cons: Uneven difficulty; anime-style histrionics 
might irritate some folks. 
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ETERNAL SONATA 


This interesting RPG title takes a grand leap forward but lands just shy of the finish line. 


ternal Sonata is a refreshing and unique take 
on the RPG genre whose story shifts be- 


tween the Romantic period composer Cho- 
pin’s final moments as he lies on his deathbed and 
the strange fantasy world that he falls into. 
It’s no doubt that the game’s story and presen- 
tation are its strong suits—it’s just too bad that the 
gameplay is a little rough around the edges. 


THERE'S ALways Music IN THE AiR 
That said, | should note that Eternal Sonata is also 
one of the more visually impressive RPG titles 
around. The cut-scenes are well animated and the 
anime-inspired graphics are superb. 

| also have to mention the sound track, as 
it easily surpasses the music found in most 
other games, thanks in large part to the fact 
that it revolves around the work of one of the 
best composers in the history of music. There 
is no doubt that the music is the main attrac- 
tion here. Unfortunately, while the presenta- 
tion and premise are all amazing, the gameplay 
in Eternal Sonata is a little lacking. 


® Developer: Tri-Crescendo & Publisher: Namco Bandai Games 


Lost IN TRANSLATION 

The game follows the traditional flow of an 
RPG, alternating between the exploration of 
an over-world and dungeon crawling. Unfortu- 
nately, the game’s greatest failure is that there 
is no map of any kind. | found myself lost in dun- 
geons on several different occasions and while 
the game is mostly laid out in a linear fashion, 
the lack of any guidance when traversing from 
point A to B felt cumbersome. Being lost in a 
dungeon was only bearable because there are 
no random encounters. 

The battles are a mix of action and strategy 
that is a refreshing departure from the tedious 
brawl of other action RPGs, though when boiled 
down there is not enough depth to the system. 
All enemies can be seen on screen and are easily 
avoided and when battles are initiated, the flow of 
the fight is broken up in two segments: planning 
and action. The interesting thing is that as char- 
acter levels increase, the time allotted for each 
phase of the battle is shortened—you’d assume 
that the opposite would hold true but when the 
game begins there is an unlimited amount of time 
for strategy, and as the party members get stron- 
ger that time becomes limited. 

The light/dark element is also interesting but 
it’s rather convoluted. Different enemies will be- 
come either weaker or stronger depending on 
their position in the light but most enemies are dif- 
ficult to lure into specific parts of the battlefield. It 
is also difficult to determine which enemies thrive 
in sunlight and which are hindered by it. 
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When | began playing Eternal Sonata, | 
thought it might be the kind of game that 
would move me to finally purchase an Xbox 
360, but sadly, it did not. The real problem 
with the game is that it doesn’t finish what it 
starts. There’s just not enough depth here to 
leave the kind of impression on the genre that 
| thought it had the potential to. 

That said, Eternal Sonata is still a solid 
role-playing game that is built around an in- 
novative and interesting story. There’s plenty 
of fun to be had but the title falls just a little 
short of the hurdle that it’s trying to leap. It 
may not redefine the role-playing genre, but 
it does a mighty fine job of teasing the bound- 
aries. Hopefully Namco Bandai has the sense 
to carry this idea forward, and perhaps, for 
the next title, we could explore the under- 
world playing as Mozart.—Papafrog 
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Pros: Gorgeous graphics and sound; a history 
lessons that’s actually fun 


Cons: Battle mechanics are lacking; a world 
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MADDEN NFL 08 
xbox 360 | ESRB: E 


m@ Developer: EA Tiburon @ Publisher: EA Sports 
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adden fans will be happy to know that the 
M latest incarnation of the game sets a new 

high mark for on-field action and overall 
depth. Negatrons will sniff their noses at the fact 
that, save the Weapons system, there are no signif- 
icant new additions to the game. But the reality is 
that Madden 08 has undergone a myriad of refine- 
ments at both the gameplay and visual levels. 

The end result is an extremely polished, highly 
playable experience that | will play all season. In 
fact, it’s extremely difficult to find anything wrong 
with Madden this year. Here’s a quick breakdown of 
the four most significant changes in Madden 08. 


VASTLY IMPROVED ANIMATION SYSTEM 
As Borat would say, “Wowee wow wow!” Mad- 
den’s new animation system is head and shoulders 
above the ones found in previous installments. 
The most noticeable improvement occurs when a 
player is tackled. Prior to Madden 08, runners and 
receivers behaved in a decidedly non-human man- 
ner when they were hit or tackled. Now, players 
struggle, fight, push, and pull when defenders try 
to bring them down. You can even continue to con- 
trol the player while they’re being tackled. This 
is much more realistic and adds a new level of 
excitement to the game. 





Want more Madden NFL 08 
screens and news online? 
Text madden to 59479 
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A More PLAYABLE SUPERSTAR MODE 


PIT 484 


Last year, Madden introduced a SuperStar Mode 
that allowed gamers to build their own player and 
embark upon an NFL career, playing solely as this 
single player. This mode tantalized me with poten- 
tial, but was overly difficulty. This year’s version has 
changed considerably. For starters, the camera an- 
gle is now the default mode for the rest of the game, 
not first-person. Additionally, you can now take on 
the career of a real-life rookie (such as Viking RB 
Adrian Peterson) instead of creating your own 
player. This new mode is now awesome overall. It 
really feels like you're living the NFL experience. 


WEAPONS 

No, this does not mean that Peyton Manning fires 
lasers from his eyes. The introduction of player 
weapons is a brand new feature that aims to dif- 
ferentiate star players from regular players. Each 
team’s best players have special abilities that you 
can use to change the outcome of a game. Intelli- 
gent quarterbacks can literally read what defense 
the other team is in by pressing a button combo 
before the snap. Safeties have the ability to deliver 
ball-popping tackles on receivers, and so on. 


FANTASY DRAFT 

Finally, we can now draft our own team and play 
with in franchise mode! Absent in all next-gen ver- 
sions of the game, fantasy drafts finally reappear 
in Madden 08. 

Add it all up and there’s no denying that Mad- 
den 08 is the definitive football game to buy this 
season. Sure, in a way it’s the only football game 
you can buy—if you want to play with official NFL 
teams, that is—but the game is so solid that there 
really is no reason to complain about the lack of 
choices.—Lunchbox 


FUN FACTOR 


4 
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Pros: Excellent on-field animations; same great 
controls and gameplay 


Cons: If you're not experienced with Madden, 
it's hard to get into. 
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ALL-PRO 
FOOTBALL 2K8 


# Developer: Visual Concepts @ Publisher: 2K Sports 


eveloped by Visual Concepts—the folks 
D behind the NFL 2K series—All-Pro Foot- 

ball 2K8 is an interesting take on the foot- 
ball genre that ultimately falls short of the high bar 
set by Madden. 

However, even without an NFL license, the 
game is entertaining. You have to make some 
amusing decisions as you assemble a dream team 
composed of hundreds of NFL legends, including 
Jerry Rice, John Elway, Barry Sanders, and Mike 
Singletary. The game even includes the ultimate 
slashing tailback, O.J. Simpson. 

The game requires you to draft three differ- 
ent calibers of players—gold, silver, and bronze. 
The rest of your team’s roster is then filled with 
generic players. You can swap in and out legend- 
ary players on your team at any time. 

Interestingly, All-Pro Football eschews ratings 
of any sort. Instead, the game uses a series of spe- 
cial skills and abilities, some of which are latent 
and some of which can be activated during a play. 
This is an interesting approach, but ultimately is 
disappointing and overly abstract. 

One other concern | have is that for gamers 
used to the Madden series, the play-calling depth 
feels fairly limited. After playing the game for six 
hours, | felt like | had exhausted all of the defen- 
sive and offensive possibilities. With this said, the 
controls are responsive and the on-field action is 
fast-paced. One final gripe: the season mode is 
also fairly limited. But at least it’s there. 

The upside to these caveats, however, is that 
All-Pro Football is ideally suited for playtime with 
your friends. The gameplay is less complicated, 
and the ability to pit your all-time fantasy team 
against friends via online offers some delicious 
smack-talking opportunities. 

Because they don’t have the benefit of the NFL 
license, All-Pro Football 2K8 faced a steep uphill 
challenge. But the game does a surprisingly good 
job of going up against Madden 08. It isn’t going 
to unseat the king of all video football games this 
season but that’s the beauty of sports: there’s 
always next year.—Lunchbox 
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FUN FACTOR 


4.00 


OUT OF 5.00 


Pros: The presence of all-time legendary p 
is very cool. 
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TIGER Woops 
PGA Tour 08 


Xbox 360 | ESRB: E 


= Developer: EA Tiburon & Publisher: EA Sports 
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he Tiger Woods franchise has been rolling along on auto-pilot for 

several seasons now, but the ‘08 offering is prepared to up the ante. 

EA's Tiburon studio, fortress stronghold for Madden Football, NCAA 
Football, and NASCAR among others, has taken on the challenge of revital- 
izing Tiger’s namesake and they're hitting all the greens. 

As expected there are cosmetic upgrades all around. Photo Game Face 
enables you to map photos from a digital camera to your created golfer’s 
noggin. There are 17 courses including five new ones, eight new golfers, 
and a load of fresh animations. 

Some key control changes also help smooth out your golf game. For 
one, the three-click swing returns and it nicely complements the game’s 
standard analog stick swing technique. When you get your basics in gear, 
Tiger 08 also enables you to work on your confidence to improve your 
game. This stat affects the size of the True Aiming targeting circle (from last 
year), which covers the approximate area where you’re aiming your shot. 
The more confident you are the better your odds of making that shot. 

On the green, the game ups the challenge level. Vets might roll their 
eyes at yet another adjustment to the putting game, but this one’s a wel- 
come nudge. You're still working with the familiar putting grid system, but 
the new Putt Line View gives you only one look at the actual path of your 
putt. Then you’re on your own. You'll be loving the return of three-click 
putting here. 

Online, Tiger’s introducing GamerNet for a major focus on community- 
building. This is basically a collection of video channels where you can up- 
load your best shots, best rounds, or goofy golf hijinks using the game’s 
excellent replay feature. GamerNet will also display its own challenges, 
which you can try to beat, such as longest drives or best course scores. 
Players can also upload challenges of their creation with stipulating fac- 
tors, too. The mind reels at the possibilities (hit two bystanders, stay on 
the fairway). 

Tiger Woods PGA Tour 08 offers up an excellent round of Xbox 360 
golf. The gameplay mene are right on and GamerNet promises un- 
limited potential for online ac- 
tion. If you’re any kind of video 
game golf fan, tee this sucker up! 
—Brother Buzz 
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FUN FACTOR aigainia ate pier x Financial aid available to those who qualify * Career development assistance * Accredited School, ACCSCT 
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ONE OF THE 
TOP FIVE 


GAME-DEGREE 


Pros: Confidence factor and new putting scheme 
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Cons: Accuracy with analog stick swing is hard 
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BOOGIE 


ESRB: E104 


@ Developer: EA Montreal ® Publisher: EA Games 


fter nearly a year, I’m starting to learn my 
A lesson when it comes to gaming on the 
Wii: don’t play on hard wood floors wear- 
ing socks, it will not end well. Aside from a few 
slips and falls, Boogie is a fun experience that had 


me ready to join the pros at the karaoke pub down 
the street. 


Don’t RAIN ON My PARADE 

Boogie is big on atmosphere and it plays out as 
the game’s greatest strength and weakness. The 
cartoon visuals are fun without being too childish 
and the soundtrack for the game is composed of 
music from the 1960s up to modern day. 

Every track got me up and dancing, but the 
problem is the good times end there. | beat the 
story mode in a couple of hours, and while | en- 
joyed every moment of it, | got squat for my ef- 
forts—there were no unlocked characters, no fire 
works, and no balloons; just a few crummy new 
outfits and some money that can be used to, wait for 
it, buy more outfits and unlock a handful of songs. 





Thankfully, for the short time that Boogie lasts, 
the game is fun to play. Controlling your character 
is fluid and accessible so you actually enjoy bust- 
ing out the ridiculous dance moves that the game 
requires. But again, | ran into a problem: there 
just isn’t much depth to the whole thing. You just 
swing your hand in time with the music and watch 
your character pull off silly dance moves. 

There is a simple combo system, and the abil- 
ity to pull off special moves, but the challenge 
just isn’t there. Boogie is obviously not meant 
to be an especially hard game and the simplis- 
tic gameplay means it will be more accessible to 
casual gamers, but hardcore gamers may balk at 
the game’s low difficultly. 








HANG IT ON THE FRIDGE 

As fun as the dancing portion is, it’s the singing 
half of the game that really shines. My neighbors 
were probably plugging their ears from the ruckus 
as | belted out the hits as loud as | could. The me- 
chanics of singing are as simple as the dancing— 
you can basically speak the words and still pull off 
combos—but | found myself enjoying the experi- 
ence anyway, as did my Pug who sat and watched 
my performance intently. 

After each song is over, you have the option 
to edit the footage and make it into a music video. 
The only shortcoming is that when you're fin- 
ished, all you can do is suffer through your per- 
formance again. | love a good chuckle as much as 
the next guy, but there’s only so many times | can 
listen to myself butcher “Girls Just Wanna Have 
Fun” before | lose interest. 

Yes, there are some neat effects and lenses to 
view your video through—kaleidoscopes and float- 
ing hearts, for example—but just | couldn’t find a 
reason to waste my time making them. It would 
have been interesting if you could upload the vid- 
eos Online and let people watch them but that op- 
tion just doesn’t exist. 

Boogie is a fun and accessible experience that 
almost anyone can get into. Like most games on 
the Wii, this title is best experienced with a room 
full of friends and it should be a major hit with 
younger gamers.—Papafrog 


FUN FACTOR 


4.00. 
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WARHAWK 


= Developer: Incognitio # Publisher: Sony 





and troubled but the end product is what 
matters most, isn’t it? Warhawk is an in- 

tense online combat experience, and while there 
isn’t nearly enough meat on the bone to make it 
feel like a full-fledged game, the title does satisfy. 

The action in Warhawk isn’t anything you 
can’t find in other online titles. The game’s great- 
est strength, however, is the addition of vehicles 
to thwart the enemy with, like tanks, jeeps, and 
planes called Warhawks. It requires’a bit of strat- 
egy to actually utilize all of the vehicles at your 
disposal and you definitely have to be smart 
about when to use them—zooming around the 
skies in an airplane may be fun but it won’t give 
your team much of an advantage in Capture The 
Flag. Without a doubt though, piloting a War- 
hawk is the game’s single greatest thrill. 

Thankfully, the much maligned Sixaxis con- 
trols are an asset rather than an impediment. The 
control scheme is polished, intuitive, and simple. 
Though the action gets intense and sometimes 
frustrating, it left me wanting to jump right back 
into the mix. Expansion packs for vehicle and 
character customization are scheduled for re- 
lease via download in 2008, so hopefully that will 
keep things fresh. The Blu-ray version of the game 
does come with behind the scenes extras and a 
blue-tooth head set, but with a cheaper price tag 
at the PlayStation store, why spend the money? 

Warhawk isn’t exactly going to set the world 
on fire, but it is a solid online shooter that shows 
off the PS3’s capabilities. Forget the troubled his- 
tory and just take it for what it is: a solid online 
gaming experience. aa apetiog 


ahi he development history of Warhawk is long 
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DRAWN TO LIFE 


3 
@ Developer: 5th Cell™ Publisher: THO § 











rawn To Life features a character creation 

scheme that is pure brilliance. You can 

draw up to three emissaries and use them 
to collect pages of the Book of Life to save a village 
of odd, rabbity folks called Rapos. Once the frag- 
ments from a page of the book are assembled, you 
can clear away some of the darkness that is cloud- 
ing the Rapo’s world by tapping the eternal torch. 

The game also features platforming stages that 
are reminiscent of SNES games like Super Mario 
World. The soundtrack to the game is also great. 
Graphics-wise, the game is really cute, although 
it'd be nice if you got a little more precision with 
your art. 

That said, if you zoom in all the way, you can 
paint pixel-by-pixel and get some decent results. 
When it told me to draw a house, | also attempted 
to draw little people to cram inside, but maybe 
| expect too much. The controls are fine for the 
most part but it has its little quirks. 

Drawn to Life is a must-have for every DS own- 
er’s library. It’s super adorable all around and it 
has tons of replay value. Who your character is 
and the shape of his environment is literally up 
to you, so play it as a goth chick, a monkey, or an 
anthropomorphic banana—whatever fits your in- 
ner style.—EmaWii 


































Pros: Interesting drawing mechanic lets you 
flex your creative muscles. 
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precise. Controls suffer from small quirks. 






WORMS: 
OPEN WARFARE 2 


[os [ESRB Etos 


@ Developer: Team 17 @ Publisher: THO 








ike in every Worms game since the PC origi- 

nal, Worms: Open Warfare 2 features two or 

more teams of worms duking it out in turn- 
based combat across a deformable battlefield. You 
still move your worm around, use a large inventory 
of weapons, and try to inflict maximum destruction 
while taking on minimal losses. 

The true strength of Worms has always been 
in its multiplayer, and Open Warfare 2 offers up 
a boatload of options with matches running the 
gamut between hilarity and deeply strategic. Hot 
seat, local wireless, and Wi-Fi modes are available 
and they’re rock solid. 

There are robust customization options as well, 
such as the ability to customize a quick match with 
randomized terrain and specialized map themes. 
Other extras include unlockables such as new 
weapons, map types, and skins for your team. 
There are also mini-games in the form of some 
very clever puzzle modes, which is almost an en- 
tire game in its own right. 

The game also looks, controls, and plays like a 
dream, easily matching the visual standards of the 
original Worms released on the PC. Some might be 
disappointed to find a lack of stylus aiming in this 
DS version, but remember that you couldn't aim 
with the mouse on the PC either. 

The bottom line is that Worms has always been 
a fantastic game so it all comes down to how com- 
plete a given installment is, and Worms Open War- 
fare 2 is easily the defining title in the series. Your 
mileage will definitely be increased with the addi- 
tion of some human foes, so convince your friends 
toinvestinacouple of copies and you'll be engaging 
in invertebrate combat in no time.—Hamster4Sale 
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Cons: The ability to aim with the stylus 
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The Biggest Civ’ expansion pack ever. 
www.civgoesbig.com 


EVERYONE 10+ 
bes CINVvVIDIA 
Violence 
esSRe — 
FIRAXIS 


© 2007 2K Games. Sid Meier's Civilization lV: Beyond the Sword, the 2K Logo, and the 
Firaxis Games logo are all trademarks and/or registered trademarks of Take-Two 
Interactive Software, Inc. in the USA and/or foreign countries. The ratings icon is a 
trademark of the Entertainment Software Association. All other marks and trademarks 
are the property of their respective owners. All rights reserved. Windows and the 
Windows Vista start button logo are registered trademarks or trademarks of Microsoft 
Corporation in the United States and/or other countries and ‘Games tor Windows’ and 
the Windows Vista start button logo are used under license from Microsoft 
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for Windows 
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FUN 
NAME OF GAME SYSTEM(S) PUBLISHER = eartop 


BRAIN /BRAINAGE2 | /DS | NINTENDO | hoe 


FINAL FANTASY PSP SQUAREENIX 4.75 E10+ 


MICROSOFT 
SONY 


FORZA MOTORSPORT 2 XBOX 360 4.50 E 


GOD OF WAR Il PS2 


| HEROES OF MANA | OF MANA 


[rae Ca 


MARIO PARTY 8 


MARIO STRIKERS 
CHARGED 


Wii NINTENDO 4.50 


NINTENDO E10+ 


NINJA GAIDEN SIGMA = PS3 TECMO 4.75 


RESIDENT EVIL 4 
Wii EDITION 


SHIN MEGAMI TENSAI: 
PERSONA 3 


Wii CAPCOM 


PS2 ATLUS 4.75 M 


SUPER PAPERMARIO  —~ Wii NINTENDO 4.50 E10+ 


(NOT SO) BIG LIST 

Game Name Fun Factor 
SOO MARGHITOGIONV ARSE) scat tess nciteee oie teanattunken svacesccvccntcnschesvuasancsonscoctees 2.25 
Callof Duty ;ROAAS TO: VIGTORV RGR) tevsaitactestashossscssssccetsaratacessorsseasacrsatruen 3.00 
Command & Conquer 3: Tiberium Wars (PC)........cssessseseseesssensesseeeesees 4.50 
Cooking MamasCookOthiDs) cicncssoccuscurereastears:scosrecersevecscnrocksconsctutnenentan 3.25 
CACKCOWIT UD OX: SEO) iicvicsccccusssstessachsuvanctanceschenctacsvorestvencaas Guticceencessavuncdavis 4.50 
DAW OT MaMa (SZ) sikcscsccsscaces sustxessc een eoueateecureateeriee was dese sdenucaetaceectvacsctnesnehes 2.75 
Defi JamulCOmnxDOx' SOO) s8 iis. cck cosehenetttes ntetcpatiaanas ven nvansactensatitenestasnnaprenies 4.00 
EnchantedrAnms (RSS) csuiiiss tah recarctechatteah tncctattcoustrascsayacsusecosss runt 2.75 
FESAGRE(RSS ae aes etek eae Bae eA a AT Ree sun aua de vovaerttce dabk read oatanbasens 3.25 
Formula One: Championship Edition (PS3) ..........cccscsssssseesesseeseseneesees 5.00 
{nfermal! (PC) aise ree Bee ot Aas ce ucace Gaybascencusk cos uasue van acstnsacbatcconaseeteratens 4.25 
EU AKIKMIGHTS (DS) hesasscasrccariosetecctont os aascacecvedtecesesetevascsssenseceseatmeatetsseacrartede 4.00 
Medal of Honor: Vanguard (Wii) .......csssessecssscesessseessseneeseseeseeeeeeesseneseceeeeeens 3.00 
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GamePro reviews all the hottest new games as well as top current hits. For more the full 
review, trailers, screen shots, and the best prices, please visit WWW.gamepro.com 
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Forza Motorsport 2: “It’s the best Xbox 360 racer you can buy.” 





Mario Strikers Charged: ‘Insane courses with outrageous power moves.” 


Let’s finish this! 
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Persona 3: “An engaging title ihettrily pushes genre conventions.” 


Game Name Fun Factor 
MEBSO77TNE:ISNOW:(RS2) nik catisssateccsanccerccussteem near chuaeoaaanuracenavicaaeeedecea ate 4.00 
MotorStormi(PS3) fisonictcscsstsisnccicstreckossSiavtacaavacsnnurteaippscgasdevsbandagashasndsoteaeasans 4.50 
NBA Street Homecourt (XDOX 360).........cccscssecsscescssesssccescssersaceceavsceseaceseas 4.25 
Puzzle Quest (DS) erga sscsieiueliegs ckopssestasatcnsesaavennvicatabsaneatatesuntatanateseacneeten te 4.50 
Ratchet: & Clank: Size|Mattersi(RSP) cxtincscnteccctssscsecectacconettencesensessuvons tts 4.25 
SONIC ANAithe SECrEtURINGS (WWII) sccccxsas-vessecssverssusvtt ass sootsnceueheservensnanesenesovs ate 3.75 
Spectrobes (DS) eres tik ico ane ieee ah ck a oR 8 SR GES sucess 3.00 
SeEASEIGE: Re Shadowior GhernoDy PRG) cccseronscsescateteescseunsseassone reenee 4.25 
Tekken 5: Dark Resurrection (PS38) oo... ccc eccesecsesscescsssseeeseeceeseesaeeaeeaeeasenee 4.25 
TIGEKNVOOUS'IRGA TOU. O70 (WII) iicissssccsstecceteccstatnavens-soesnazeseyscecssesucsnceseaneanets 3.50 
Tom Clancy’s Ghost Recon Advanced Warfighter 2 (Xbox 360)............ 4.25 
VIF LUA NTOMMISHS (ROG) tao kcducseacestreeeh tance ateananeee etc cate sc Uehara nna peee eae ae 4.25 
Warior Master of DISGUISO'(DS) ir crsrcccccs ee euccecoecctetstercencrnsesrce neste casa ncee 3:25 
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Www.koei.com 


Unconventional Weapons manipulate Velocity. force 
and even time 
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serenity2267 Ahoy_and_Avast 


To FUTURE GAME WRITERS 

Q: t'm a senior in college with a major in 
English and an unofficial major in video 
game obsession. My question is: ! am really 
interested in writing for any sort of video 
foF-lant-t-molendi-i@-laveit-laeMvcelsletclelalemh m\at-li Mar-N'ds) 
anything available. 


Ahoy_And_Avast says: First things first: if 
you are serious about getting a job with us, 
or anyone else for that matter, the last thing 
WolU mJ aTolel(eMelomi-MinrelUligcm-jolelehae)el-laMeles-1i tle) ars 
via an Ask the Pros question. If GamePro were 
hiring, and as far as | know, we're not, we 
would post a job listing to the usual places, 
just like every other business looking for new 
employees. After that, it’s all a matter of get- 
i diavemntZelel aucolo) ail al cal-Melole) ell nt-\'Zl ale Mct-190) 0) (ce) i 
previously published work is also helpful and 
the Internet makes it easier to get your work 
out there. A degree in English or Journalism 
is also useful, but again, that doesn’t buy you 
a free pass either. Take your time, get yourself 
in order, then come and pursue it in the correct 
manner. The industry can always use another 
talented writer. Good !uck. 


Anyone know what 
the heck this thing is? 
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The Great Niko 
cares not for this 
primitive techology!, 


Mr. Mar says: Heck no! Sure, all of you have 
PS2s and it would be more than great if Rockstar 
would port Grant Theft Auto IV to PS2. But let’s be 
honest. There’s just no way to do it. | don’t even 
want to imagine how much work would have to go 
into slimming GTAIV down to PS2 standards. We've 
seen the game in action, and there's just no way the 
PS2 could handle it. 


cic ys: At this point, I’m still firmly AMD 
when it comes to price-versus-performance ratios. 
AMD's CPUs are somewhat less powerful, and 
definitely hotter and more power-hungry than 
Intel's line up, but they're dirt cheap. You can get a 
top-flight AMD Athlon X2 processor for half of what 
you'll pay for a similar Intel chip. Of course, if money 
is no object, then you must go Intel. | see you’re 
also considering quad core Intel chips. | personally 
wouldn't advise them for the time being; dual core 
should be plenty for the next two years. You'd still 
be way ahead of the curve, seeing as how most 
gaming PCs still have just one core. 


Bro Buzz says: Short answer: Yes, if by “hang” you 
mean “a good game that’s not as polished or popu- 
lar.” Long answer: There are really vocal gangs out 
there who seriously crave an alternative to Madden 
football. The core of these are the NFL 2K diehards 
who want to see their hallowed franchise return. 


“LOL, aww, that’s sad. But 
how could starting a forest 


biigom ol-m-lomiar-i(el-M le) om A aat-imel lo, 
some trees tell him—the best 
spot to start them?” 
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Even though All-Pro Football 2K8 will feature 240- 
some-odd NFL greats, they cannot play on the 
teams which made them famous. Moreover, the 
stars will be surrounded by fictional teammates 
with no familiar team colors and no actual stadi- 
ums either. With this being its rookie year, All-Pro 
Football will almost certainly need another season 
to refine and fortify its gameplay versus Madden, 
too. Madden will own 2007 with All-Pro Football 
coming on as a future contender. Personally, I’m 
looking forward to leading both the Forty Niners 
and the Sporty Miners to virtual victory. 








Tenacious Moses says: At E$ this year, Microsoft 
anvalled the Xbox 360 Halo 3 Special Edition, 
which will have built-in HDMI out for HDTVs. It’s 
due out with the game’s release this fall. Also, at 
some point this year all newly manufactured Xbox 
360’s will contain 65 nanometer (nm) CPU technology, 
most likely. This will make the it run more quietly 
and cooler. As of right now, all Xbox 360s are running 
with 90nm CPU technology. 


MGS4 FORT ‘HE PS2? 
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Mr. Marbles says: Kojima Productions has pretty 
much put everyone on notice that it is driving its 
creative forces full speed into the PS3 era. Metal 
Gear Solid 4: Guns of the Patriots will be for PS3 
only; it will not appear for PS2. You never want to 
say never in video games; there’s always the chance 
that Konami may come out with some sort of Metal 
Gear compilation for the PS2, but it’s also possible 
that the PS2 has seen the last of Solid Snake. 


“lam biting the heads off 
of crunchy chicks.” 
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JetFire 


Rank: GamePro All-Star Sex: Male : 
Expertise: Imaginative writer Age: 14 Are you excited 
Hometown: National City, CA about Fable 2? 














“| love Sims 2 is because it provides the experience of 
starting a life, which you may never have, but when you 
think about it may really be the point of gaming.” 





GAMEPRO CHALLENGE 
This month, we asked you to create 


anagrams from the names of your favorite 
games...and did you ever! 


TINNE Your hot picks as decided by 
J LINING IN (Cr-Tanl-selronerean 


‘y Ratchet & Clank: Tools of Destruction 
Zexion_VI_OrgXill 
Status: Ninja 
Lick & touch tons of old tan erect rats 





Crash of the Titans 


NapalmHatt 
Status: 
Button Masher 





The Faint Ass Torch 


Metal Gear Solid Four: Guns of the Patriots 
theman777 
Status: Ninja 3 : 

Gun or troops, death or life, flame its guts 





Halo 3 


Grindcore (Xbox 360) 


iff 
DAY, Status: Playa 


Super Mario Galaxy 
v 


A regular soapy mix 





Metroid Prime 3: 


Corruption 
(Wii) 


Metalfan God of War: Chains of Olympus 


Status: 







i Button Masher 
| | am Rohf, a son of a godly wasp 5 
3 Killzone 2 
: (PS3) 
John Woo’s Stranglehold phat 
v Status: n00B 
John Strangle’s Woo Hold Ls ye Grand s eeda vita IV 





5 Resident Evil 5 


“Make it bigger. I’m a big boy eee ; 
and need something to hold ‘A zombie bit me twice... 


< on to.” 


FAT KID BLUES 


(Xbox 360) 





Join The Hub Today! 


fatkidondablock On re-designing the Hatefuldude On the scariest thing that 
Status: Playa PS3 controller Status: n00B happened to you 
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WARHAMMER : THE MOVIE 

I'm dying to know why there hasn’t been a full 
length movie for the theatre or on video based 
on something like the intro video to Warhammer 
40,000: Dawn of War or the new teaser trailer for 
StarCraft ll—not with real actors, but computer an- 
imation. | mean, who wouldn't like to see space 
marines fighting the Zerg or the forces of chaos 
on the big screen? | know | would. 
BrimestoneOPP—Hillsboro, MO 


Papafrog responds: Well, BrimestoneOPP, your 
prays have already been answered. For better or 
for worse the world of machinima is here to stay. 
There are plenty of fans out there already mak- 
ing these movies for your enjoyment. Log on to 
machinima.com to get caught up. 


BRING OUT THE DEAD 

I'm 18 and I’ve been a gamer for close to 14 years. 
Games have come a long way since the first pop- 
ular game systems made their debuts. Yet, | have 
to complain about one simple thing: what's hap- 
pened to the many games and game series that 
were short-lived but addicting to play? | thought 
game series like the Mega Man Legend games, 
the Parasite Eve games, or even Bio F.R.E.A.K.S. 
would still be around today. | know games have 
a certain life expectancy, but there are so many 
great games and game series from the old days 
that deserve to be at least remade. Developers 
should dig into their vaults of old games and bring 
‘em back for another chance. 

Joshua Stromme—Grants Pass, OR 


The Letter of the Month winner will 
receive the Guitar Hero II bundle for 
11 a1-Wa4 ole). 01010 mma olel el al 


MASTERING ENGINES 


Sometimes in your articles you make a reference 
to a game’s “engine.” For example, in your pre- 
view of Crysis (GamePro, July 2007) you talked 
about how it uses the “Far Cry engine.” | also 
hear about the Unreal 3 engine a lot. Seeing that | 
have no knowledge of how games are created I’m 
at a loss for what these engines are accomplish- 
ing and why in reading about the best next-gen 
games like Halo or Gears of War there’s always 
talk about their engines. Could you please explain 
what a game engine is and what it does? 
Callum—New York, NY 


I s: Good question! You might 
say the game engine makes your games “go.” 
The “engine” is actually a set of software compo- 


nents which form the core of a game’s program by 
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directing key processes such as graphics render- 
ing, artificial intelligence, sound, physics, collision 
detection, and others. Each of these can in turn be 
refined, customized, or even swapped out for a 
specialized unit, like the Havok physics software. 

Game designers often re-use well-built en- 
gines to save time and money, Madden 08 and 
NCAA Football 08, for instance. Why reinvent a 
well-made wheel? Some engines are licensed. As 
you mention, Far Cry is powered by the Cryengine, 
built specifically for that game by the developer 
Crytek but now also used in other games. Same 
is true of the Unreal 3 engine from Epic Games, 
which is used in the Splinter Cell series, Gears of 
War, and a bunch of other games. 

Knowing a game engine tells you something 
about the pedigree, potential performance, and 
basic quality of a game, but the engine alone 
does not determine whether or not a game is 
good or bad. 






rAYING THE FIPER 

| just finished watching E3 and reading GamePro. 
| don’t understand why Sony, Microsoft, and 
Nintendo are making their systems so pricey. |am 
tired of spending so much money on game sys- 
tems, and even more tired of spending so much 
money on games. | don’t understand why com- 
panies like Microsoft need that much money. Bill 
Gates is one of the richest men in the world. He 
doesn’t need anymore money! 

Logan Brown—Via Internet 


When parents and teachers started screaming 
about the violence and sexual content in M-rated 
video games, politicians started getting involved 
and sought to pass legislation to govern the dis- 
tribution of such games. With the continual fail- 
ure of many potential bills it looks like politicians 
are getting help from the American Medical As- 
sociation, which is seeking to make game addic- 
tion a medical disorder. Come on. Video games 
are what they are: a form of entertainment to 
help relax and pass some time during those bor- 
ing afternoons. Addiction or not, people need to 
stop trying to blame violent actions that kids do on 
games and just pay more attention to their kids. 
Juan Nunez—Chicago, IL 


: onds: At its annual meeting 
this year the American Medical Association 
actually decided that more research was needed 
before excessive video game and online game 
playing could be classified as an addiction. As 
such, they passed the ball over to the American 
Psychiatric Association, which will now consider 
whether excessive game playing warrants official 
classification in 2012. 


| bought Lost Planet Extreme Condition a few days 
after it came out, and | was really excited about it, 
then | discovered the horrors of Steam. It took me 
two hours to install my game, and multiple times 
the Steam server just booted me off as | was try- 
ing to install. Finally, after | got everything in- 
stalled, | tried to play Lost Planet, and the Steam 
servers were too busy to process my request. If | 
buy a game, | should be able to install it and play 
it in less than 30 minutes, and the Steam servers 
should never be too busy to allow that. 

Rob Basanta—Murphysboro, IL 





ny, 


I'm a PS3 owner and | like the potential the sys- 
tem has to offer; but it’s no secret that the popu- 
larity and craziness surrounding the Nintendo Wii 
is largely due to the system’s unique controller. 
While the PS3’s Sixaxis controller design incorpo- 
rates its own motion sensing capability, it seems 
the general perception is that it is not on par with 
the Wii’s. Have you heard anything about Sony 
releasing a Wii-like controller for the PS3 in the 
near future? 

Christopher Greer, Jr.—Wakefield, RI 


sic id res is: As a hardcore gamer, |’m per- 
sonally not satisfied with the Wii Remote’s sensing 
capabilities. To me, the Wii Remote is essentially a 
giant “virtual joystiq.” Many Wii games are harder, 
not easier, to play than similar Xbox 360 or PS2/PS3 


ART ATTACK! 


This month's winner receives 


Dance Dance 
Revolution Universe 





Name: Jake Myler 
Age: 27 

URL: www.jakemyler.com 

Favorite Artists: Paul Pope, Bettin Court, Yu- 
suke Murata, Katsuhiro Otomo 

Favorite Comic: Eyeshield, Deathnote, Prince 
Standard, Runaways, THB 
Dream Job: Comic book creator 


Send us your art! 


GamePro magazine e Art Attack 
501 Second Street, Suite 114 


San Francisco, CA 94107-1431 
artattack@gamepro.com 


Be sure to tell us your city and state, too. 


Got a question or comment? Write to us at: letters@gamepro.com 
or GamePro, Head2Head, 501 2nd St., Ste. 114, San Francisco, CA 94107. 


All art becomes the property of GamePro magazine. 
Sorry, we cannot return artwork. We will accept color 
photocopies or digital scans, 


games. I've played many Wii games where the con- 
trols felt tacked-on and useless or the overall preci- 
sion just wasn’t up to par. 

The PS3’s Sixaxis controller probably is infe- 
rior to the Wii Remote, but motion-sensing is a 
very tricky technology and | feel no system has 
gotten it right yet, including the Wii. | doubt that 
Sony will introduce a new controller that will fea- 
ture better motion-sensing, mostly because hardly 
any PS3 games use that technology at this point. 





lam a huge Resident Evil 4 fan! | have my copy of 
the Wii edition, and I’ve heard that in Japan, they 
are censoring the game. When you shoot your en- 
emies in the head, they keep walking and a lot less 
blood spurts. Is this only occurring in Japan? If 
they are doing this to protect kids, isn’t this kind 
of a bad thing? Think about it. It’s saying that if 
you're shot in the head with a shotgun you won't 
die, you'll just keep walking. 

Carl Burgason—Hilliard, OH 



















NEXT MONTH: METAL GEAR SOLID 4 
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‘CALL OF Duty 4: 
MODERN WARFARE 
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And everyone thought Gears of War was visually stunning. Ha! This in-game screen shot of Call of Duty 4: 
Modern Warfare proves that next-gen hardware is far from being utilized to its full potential. Call of Duty 4 
blurs the line between interactive video-game entertainment and reality. Not only visually, but in a mode the 
developers at Infinity Ward call “Realism Mode” where. a single shot to the head or torso means instant death, 
hile a shot to the leg will send the | pegs Kele-tallavem com aat-melcell a} . fy ae 
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THE YEAR IS 2017, AND AN EVIL ENTITY HAS 
SPREAD FROM THE SERVERS OF A POPULAR VIDEO 
GAME INTO EVERY DAY LIFE. THE DANGER IS REAL. 
YOU MUST VANQUISH THE EVIL AT ANY COST. 

NEW WEAPONS, NEW ALLIES, AND NEW FIGHTING 
ABILITIES MIGHT NOT BE ENOUGH. WHAT WOULD 
YOU SACRIFICE TO SAVE THE WORLD? 
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WATCH THE NEW ANIME 
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